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"For two days the clashing fleets had Uttered the sea 
mth the burning hulks of wrecked ships. As the second 
day of battle drew to a dose, rising smoke muted the 
brilliance of golden sun. At sunset, the Anuirean line of 
battle broke: In his magnificent flagship, the Sehare el- 
Resheir, eUArrasi led his fleet to grapple with Admiral 
Caercuiltens vanguard . 

n As far as one could see, ships closed menacingly, 
and warriors swarmed across enemy decks * Smoke tint¬ 
ed red by the dying sun shrouded the misty sea. The 
attacking seamen raised an unholy clamor, and the 
stench of flaming pitch stung the eye. 

"Through it all. el-Arrasi stood proudly at the helm. 
When the Sehare el-Resheir drew alongside Caereuiltens 
vessel, he was first to leap to the enemy decks, sword 
drawn. In the fight that followed, none could stand 
against his relentless onslaught. And as the sun slipped 
breath the waws. el-Amiri placed his scimitar at the 
admirals throat and forced his yield. El-Arrasi had at last 
defeated the Amman Empire's great armada r breaking 
the Iron Thtvmes power, over the Bamrji people. *' 

\ —Bqran el-Dussem, in Victories of el-Arrasi 


A proud, honor-bound race of seafarers and 
magicians inhabits the broad Cerillan lands 
east of the Chimaera*s mountains and south 
of the ancient forest called the CouUadaraight. Cities 
of the Sun, an expansion to the BimHRJCKT campaign 
setting for the Advances? Dungeons & Dragons* 
game, explores the lands of these people, the Khinasi. 
From thc r Sca of the Golden Sun to the wild frontiers 
of yc^gaairti, all the way to the Sea of Dragons , the 
Khinasi c% -state* struggle by sword, spell, and tradt 
for SttpreAcy and tlie right to rule* 

how to use 

4)OOk TlsLr* 

L ike Ruins of Empire in the Bikthright cam¬ 
paign setting,.Cities ofti^Sun outlines states 
for player characters to govern, explore, and 
conquer. The adventure Coils of the Serpent in this 
book sets the stage for campaigning in fOiinasL The 
color poster in this box contains a map 
of Khmasi on one side 
^ ^ and a naval battle 

mat for war at 
b, sea on the 

other. 


4 



Also included arc 107 new War Cards reflecting 
the unique armies and navies of Khinasi, new rules 
for navies and trade by sea routes, and an expan* 
sion to the War Card system to let PCs fight sea 
battles. Finally, the six loose card sheets offer 
details on Khinasi troops and armaments, the 
ships of Cecilia, Anuirean fleets, and helpful maps 
and rules summaries. 

To use this campaign expansion, you, the DM, 
need the Dungeon Master* Guide and Player's 
Handbook, the MONSTROUS Manual™ accessory, 
and the Birthright boxed set* You might find the 

mtroduciioj 


Blood Enemies soureehook helpful for more details 
on awnsheghlien and their domains* 

In many ways, Khinasi is a land quite distinct 
from Anuire. For instance, while Anuirean* call 
their domains kingdoms, Khinasi realms are more 
commonly known as states * Cities have increased 
importance in this land, and mbanites and provin¬ 
cials alike often refer to them as city-states. A city- 
state plus its surrounding provinces makes up a 
i state* Don't he surprised if you read about a city- 
state and a domain basing the same name; states 
oflyn adopt the name of their most important cttjEj. 

Before you read further, you may findatiidpiiit 
to review the Aflas of Cerilm in tire BirthrR im 
campaign setting for a refresher on general Khinasi 
£ background and the Rutebook for guidelines on 
F domain statistics? j tt ; | « t g ▼ *j 

Note; If no game statistics appear for a figure 
mentioned in this book, consider thjt NPC a Q- 
k level, unblooded character, 


iW% 



ions 


Just like Ruins of Empire, Cities of the Sun presents 
detailed information on the realms of the Khinasi In 
a standard format by region. At the beginning of each 
chapter, a map of the region shows detaik on each 
stater its provinces, ratings, holdings, and terrain* 

Following the map you'll find a description of each 
domain. Generally, realms have one-page sketches, 
but the most important states feature expanded two- 
page descriptions* Domains with these longer write¬ 
ups are recommended for player use (or belong to 
major NPCs) and include the following sections: 

Alignment: What is the domain's general align¬ 
ment? A lawful evil realm is an oppressive police 
state* while a chaotic good domain places the rights 
of its citizens first. 





> 



Status: Is the state recommended far playejpehar- 
acter regents or not available for PCs ? /' {! 


Domain Chart: Each state's chart lists Its 
provinces along with their ratings and holdings. 


Provinces/Holdings: Details regarding the state's 
provinces and their corresponding law. temple, guild, 
and source holdings are summarized in this section, 


Regency Generated/Accumulated: How many 
Regency Points does this domain generate in a 
domain turn? What does the regent have available? 
(PC regents don't begin with any accumulated 
regency.) Note: Regents receive their Domain 
Power score or their bloodline score—whichever is 
lower —in RP each domain turn. 

Treasury: As ahov'e, but referring to Gold Bars 
(GBtocakutated by taxation and trade. 


Army: What constitutes the regent's military 
(naval forces as well as land troops)? 




Regent Who rules the state? The regent's 
description includes a line of character statistics, 
For example, describing Gerad ibn Farid el-Arrasi, 
lord of the state of Ariya and of the Ariyan Temple 
of Avani/japull find; 

fWKb; P7;*Ba< major. 36; LG) 

T^The above tefis ui that the regent is a male. Khinasi, 
7ib-level pafadin with a major bloodline of Basa'i a 
(Which gives him 36 bloodline points). He is lawful 
good, 

•i Abbreviations used in these statistics jure; 



Br: Brenn.j 

Ma: Masela 
Rcynir 
l Vofynn 


Gender 
F: Female 

Mi Male 

?: Unknown 


Class 
B: Bard 
F: Fighter 
Dr Druid 
M: Magician 
P: Paladin 
Pn Priest 
R: Ranger 
T: Thief 
W: Wizard 


Race 

A: Anuirean 
Aw: Awnshegh 
Br: Brecht 
D: Dwarf 
E: Elf 

tffc: Half-elf 
G: Goblin 

Hlf: Hal fling 
Kh: Khinasi 
M: Monster 
Rj Riurik 

V: Vos 


Lieutenants: Who are the rulers trusted hench¬ 
men? These people likely can solve a state's prob¬ 
lems for the ruler handily 


Description: What does the landscape look like? 
, Are the locals insular, or do they welcome strangers? 
What towns should visitors seek out? 


Capried: What's the name of the domain s capital? 
Is it fortified? 

Trade goods: What are the state's major imports, 
exports, and trade routes? (Establish your own sea 
trade routes for coastal states, according to the 
new naval rules in Part |W: War and Trade by Sea.) 




the land 




Allied: With which neighboring states does the 
domain seek (or maintain) alliances, both formal 
and unofficial? 


Enemies: Who wants to harm the state or its 
regent, and why? 

Of course, these descriptions cover only political 
doniaim: states ora? can find on a map, {Networks of 
g^K7templesraad sources are often jusi: as powerful 
as,nations defined by borders and armies. The domains 
of priest, merchant* and wizard regents are addressed 
in the Other Domains section in each chapter. 


Important NPCs: Which locals are truly influ¬ 
ential? This section describes notable residents ^ 
of the domain. 


T he lands of the Khinasi, which span nearly 
t ,000 miles east to west, range from sun¬ 
drenched coastal hills to foul swamp to 
deep forests undisturbed by the hand of man. Arid 
savannahs, broad river valleys, and sheer, jtingled 
mountains all lie within the borders of the Kbinasi 
people. The climate is generally warmer and drier 
than anywhere else in Cerilia* v « ' 

;Once this region was home to an ancient, mysteri¬ 
ous people: the Masetians, a race oi sailors and explor¬ 
ers who navigated the seas of the worid of Aebrynis 
when other peoples were just learning to use iron The 
Masetians, one of the Five Tribes, fled their home in 
Adurta when Azrai s influence grew too oppressive, 
(This event marks the year 0 Masetian Arrival T up fe, 
calendar favored bv the folk of this region,) 

Their scant population was welcomed by 
scattered explorers and traders called 
the Basarji: seafaring dark- 
skinned nomads from 
Djapar, east of the Sea of > 

Dragons. (The Basarji 
would not hej 
colonizing 
southeastern 
Cerilia in 
earnest until 
just a few 



















the battle at Mount Deismaar.) These folk 


__ 

forerunners of the modern Khinasi, did not seen 

irisca'i 


surprised at the Masetians* arrival, as they’< 

Br * 


encountered" members of that tribe years befori 
when the Masetians visited Djapar and other east 
em islands. History shows that the battle a 
Deismaar in SIS MA decimated the Masctian pop 
ulation. (Page 48 contains more on this vanishec 
race.) However, the cfftacjysmlieralded the rise o 
tire Basarji culture. ;• , 

Anuircans might think the taB of their Empire 
uxtmguished the light rtf civilization in Cerilia for¬ 
ever; after all. five centuries of unrelenting warfare 
and strife have fotiowed Michael Roeles death. But 
the absence of Anuire's imperial ambitions, 


in 


have 


neighboring Brechtitr. Rjurik, and Khinasi 
flourished, now civilized powers themselves. 

In the centuries following the War of Shaduw. thi 
term "Khinasi" still didn't exist, though. Chilian 
knew the southeastern portion of their contWn 
first as Masetia and later as Basarji, or My th< 
Anuirean name—the Saete Siendert. or SuifiCoast. 


city-states 


Hundreds of years ago, as the Basarji heg^p to build 
cities, L^ey chose sheltered harbors for their home 
ports and constructed defensible walls^The practice 
ol concentring effort on a,single faopp|ation cent eg 
with little regard for liie sureouriding count rf 
remained evident as the settlers sfcrefi even todi 
Khinasi realms have few concerns *iboufc the lands 
aj ouad tbeir cities. The city of Ariya, for exam * * 
the only settlement of any size in th 
hundreds of miles of sparscly-settl 
Savannahs surround the great port. 

Since much land in Khinasi goes i 
don't worry r about maintaining exac 
Cares which realise hums a few mile 
nah? There's more than enough to fgo 
traveler 20 mites outside a Khinasi c^y remains 
as alone as U he were in the deepest Kiurik 
'However, this -apitliV -chieiiTt carry D v 
fGimasf leapGwCr and trade, 
their sea routes, these folk tolerate no interference 
with their fleets and merchantmen. 


the awnshe^hlien 


£$*391 


Another characteristic of Khinasi is its number o 
powerful amisbegbtien. While the works of creature; 
such as the Gorgon or the Chimaera remain only far 
off tales to the typical Anuirean. not one Khinasi state 
hes outside the reach of an awnshegh. The Hydra, th* 
the Jvlagian, and the Serpent all prove aggres- 
and dangerous regents, while the Harpv, the 
and the Lamia seem more insular. 












With the local awnsheghlien so well entrenched * 
the Khinasi use diplomacy, bribery, and subterfuge 
to deal with them, rather than military strength. 
Regents don't think too much about the unsavory 
nature of their neighbors but regard them as normal 
rulers—albeit powerful and unpredictable ones. 

geographic divisions 

Anutreans used to divide the khinasi lands into two 
distinct subregions: the Saere Siendere and the 
Docandragh, The Saere Siendere included the areas 
under Anuirean control* and the Docandragh 
encompassed all the rest. But ibis artificial parti¬ 
tion, applied and enforced by a foreign power, did 
not adequately reflect the land then—or as it stands 
today 

These days, the Khinasi themselves divide their 
land into four regions: the Plafps States, the 
Zhaingc Val^y, the Docandragh, avid the Island 
States* Cl irate, terrain, and culture all tend to 
break alon&ihesc lines, * V 


the plains states 



n quite 

JvS°! 

eptirms t 
separate 


Stretching from the fetid waters of the 
Harrownttfeh In the west to the mouth of the 
mighty Zbainga. the Plains contain the most arid 
part oi <!erilia. Thai land feels operyand often quite 
Violate; the KhinaS|citv^jjites in thisari^ 
the southern clastf whfi a fRr exc 

&S of dry steppe and savannah sepSf 
ies in-thefrPlains, and in the center of the 
region lie the barren badlands known as theS 
Tarvanian Hills. h 

llic people pf?tlie *Plaidl^nd to feet suspicious - 
of outsiders and I live * fervent religious beliefs, 
■piese people as a culture subjugated; by 

Amiire longer than any other Khinasi, Today* i) 
PUinsfoik stiU feel the oppression of several power 
iul awnsheghlien surrounding their states, 

. Several strong Cities dot this region, including 

aud'the ancient home of 

ebArrasi: the city of Ariya. 


The Zhatnge River is one of Cerilia s greatest, flow¬ 
ing from the high peaks of the Silent Watch and ihe 
forests of High Vosgaard for hundreds of miles, 
through the broad gap between the mountains of 
Brechttir and those of Khinasi. Many ships venture 
along this road to Cerilia’s interior, and verdant hills 
and forests line the rivers banks. 

Once, several strong states thrived in this area of 
central Khinasi, Lands now held by the Black Spear 
Tribes* the Vos of Kozlovnyy and the raiders of the 
Tarvan Waste were once Khinasi realms. Now, the 


only true Khinasi state surviving in the Zhainge Valley 
is the small state of Mesire. However, a fair number 
of Khinasi forts* homesteads, and trade settlements 
lie along the river's course. 

Only the promise of great wealth motivates many 
Khinasi to take their chances in this area. The people 
here have a hard, mercenary edge to them—they 
respect money and power* and little else. Despite this 
fierce attitude* they're very insular and believe in stick¬ 
ing together: they've fought side by side for too long to 
lose their bond of comradeship foiled in hard times. 


the docandragh 


The far southeastern portion of Cecilia is a wild, 
broken land of high mountains and dense forests, A 
broad band of ancient rain forest stretches from the 
old elven forest called the Rh 11 annadaraight all the 
way to the shores of the Sea of Dragons. These are 
untamed lands rich in timber, furs* and ore. The old 
cities of the Docandragh sparkle like white gems in 
a bed of verdant green forest. 

One finds only three Khinasi states in thfr 
Docandragh: Djafra. KhouralK and NlnT'Dhousat 
Like the other regions, the Docandragh threat¬ 
ened by powerful awnshsghlien, including the 
Magian, the Lamia* and Maalvar the Minotaur Bui 
the trackless wilderness of mountains and forests 
protects the Khinasi from their enemies. Extensive 
regions of the Docandragh remain completely 
unsettled and mostly unexplored. 

The Khinasi of this area see magic around them 
everv darv. The Docandragh is a .living* vital land; 
-its- w*terf»(W'poh]s,,and hidden glens practically 
glow with ancient strength. While all f 
'fascinated by magic, the people of the I 
| thdwtf n friegr^lrutdic reverence for the la 
Lures, and its power. 



thclsfuncl stares 


li 





flu chafas c>i mountains running through thji 
Docandragh continue far ^rfnt to sea In ihe waters 
south of Cerilia. creating a maze of rocky islets and 
serpentine island-nations. This area, called the 
Island Stale*, ^eludes Ghainoui^ Mauada, 
Suinene, and tneTsle of the Serpent, The lonely * " 

northern peninsula of Merasaf is frequently 
included among these states, because 
its landward borders have been 
isolated by the fierce 
orogs of 









" the Iron Hand Tribes. Sheer moun- 

1 tains, plentiful rainfall, and a warm 

climate make the Island States a 
region of stunning natural beauty. 
More than any other Khinasi, 
island folk rely on sea power for 
their security and livelihood. 
Seafarers and voyagers from 
this region have ventured to 
mysterious lands far across the 
southern Bair el-Mehare and the 
eastern Sea of Dragons. They are 
the most open and expressive of the 
Khinasi/ with a song or a'story for 
every occasion* In addition, islanders 
^scem much lefts formal than their continental kin. 
The most dangerous awnshegh in all Khinasi 
lives in the area—the devious Serpent, who rules an 
island domain of his own between the realms of 
Ghamoura and Sifirifcrie. Corrupted remnants of 
the ancient Maseltan folk still Unger here as slaves 
and worshipers of the Serpent. 

the people 

A n honorable, generous race, the Khinasi 
cherish learning and knowledge above alb 
Unlike Anuireans* who value martial 
virtues as the best measure of one's worth, the 
Khinasi judge people by their graciousness, con¬ 
duct, and wisdom. They consider wealth and 
power only tools one uses to display honor through 
hospitality, eloquence, and studiousness. 

The study of magic in particular ranks among the 
noblest callings, and the Kbinasi place great trust in 
the hands of their mages. Many Khtnasi states arc 
ruled by wizards or by nobles with magical training 
or advisers. While true mages remain uncommon, 
they're far more accepted here than in other parts of 
Cerilia, In fact, in some Khinasi city-states, the abil¬ 
ity to cast a spell merits a minor noble title for the 
caster, and wielding true magic makes one a great 
lord of the realm. 

Magic isn't the Khinasi’s only love. The 
hearts of these seafarers soar at 
the sound of the surf and the 
touch of cool, salty ocean 
air. Sea merchant, 
explorer, fisherman— 
these are favored 
vocations among 
Sun Coast 
folk. 


story of a race 

In the aftermath of Mount Dcismaar, the Basarji 
civilization was on the rise, talking the place of the 
devastated Masetian race. However, to the w r esl lay 
Anuire, a growing Empire approaching the peak of 
its power Under the Emperor, Roelc. Anuirean 
armies traversed the Iron Peaks and sailed across 
the Gulf of Coeranys to establish a strong imperial 
presence in the Saere Siendere. All the Basarji 
realms west of Ber Falaia (in the state of Khourane) 
came under Anuirean rule—except the fortified port 
town of Ariya. too strong for Roele to take easily. 
Even distant Suiricnc fell to the invaders. 

The foreign rule was not overly oppressive, and, 
city-states accepted their overlords 
with litfl^re^enfmeuL But in 1277 MA the aggres¬ 
sive young Afendalac ascended to the Iron Throne, 
This rtew Emperor vowed to extend Anuirc s bor¬ 
ders to the shores of the Sea of Dragons and 
embarked on a campaign of expansion to bring the 
eastern states of Khourane and Mairada under his 
control. 

The ruler of the state of Ariya at this time was 
Rashid doune Arrasi, a wizard and warrior later 
called simply el-Arrasi. Realizing that Alandalae's 
campaign would result in the subjugation of all the 
Basaiji, he worked to unite the states against the 
Anuirean expansionism. It was a long and difficult 
task, since the cities already under Anuirean control 
did not want to anger their overlords, and those still 
independent didn't want to provoke Alandalae's 
anger. 

After two years of diplomacy, dealing, and intim¬ 
idation, el-Arrasi finally felt ready to move. His new 
Federation’s series of lightning uprisings, naval 
actions, and land battles caught the Anuireans 
unawares, allowing him to quickly isolate their gar¬ 
risons and armies. The Basarji Revolution would 
drag on for 20 years, as the rebels reduced the 
Anuirean strongholds one by one. All the white, the 
Federation s armies and navies held off the relief 
columns and fleets Aldndalae had dispatched to 
regain control of the Sun Coast. 

In 1299 MA, Aldndalae mustered his final and 
greatest effort to destroy Ariya and break the back 
of the Basarji resistance. While the Emperor per¬ 
sonally guided a mighty army overland, his nephew 
and heir Caereuillen commanded the Anuirean 
fleet and engaged el-Arrasi in the Bair el-Mehare. 
After defeating and capturing Caereuillen in the 
Battle of Kfeira, el-ArrasS quickly landed and 
struck at the Anuirean army In the end, he and his 
guard surrounded Aldndalae f s standard. The great 
mage-king personally slew the Emperor, closing 
the Battle of Kings. 

EbArrasi could have slain Caereuillen then and 
claimed the power of the Rock bloodline, hut wise¬ 
ly he chose to stay his hand, He knew that Ann ire, 


% 


a military giant, would win if the war with Basarji 
continued. So he offered peace to Caercuillen and 
let him go. The young noble was so impressed by eh 
Arrasi s courage and wisdom that he agreed to with¬ 
draw Anuire's troops from the Saere Siendere, 
keeping only Suiriene as a colony. The rulers 
remained friends for years, healing many of the 
wounds that had divided the two peoples. 

El-Arrasi led the united Basarji for only 12 years 
before falling to an assassin of the Serpent, He left 
only weak heirs and, within a decade, the Basarji 
Federation had fallen to pieces again. But 
Caercuillen honored his agreement — he and his 
descendants troubled el-Arrasis people no more. 

In reverence for their fallen leader the Basarji 
began calling their home khir-aften el-Arrasi, or “the 
lands under the protection of cl-ArrasL" With time, 
the name became simply Khinasi and came to refer 
to the inhabitants as well as the land itself. 

Anuirean influence In Khinasi ended in the year 
1488 MA h when the Gorgon slew- the last Roele, 
plunging the Empire into civil war. The Anuirean 
soldiers and viceroys still in Suiriene were called 
back to restore order at home. 

today in khinasi 

Almost 800 years after the Basarji Revolution 
ended, the Khinasi city-states stand as powerful 
centers of civilization, trade, and learning from 
Binsada in the west to far Merasaf and Suiriene. 
Only the largest cities in Anuirc and Brcchttir can 
rival these population centers for size, strength, 
skill, and craft. In fact, the Khinasi enjoy a high¬ 
er level of sophistication and standard of living 
than their counterparts just about anywhere else 
in Cerilia, 

The Khinasi, in their modern prosperity, have 
not completely forgotten their roots. Today, some 
guilds still voyage across the Sea of Dragons to 
Djapar, though the Basarji there have discouraged 
this contact ever since the aftermath of Deismaar, 
Djapars religious leaders, not willing to entertain 
the notion of Basaias death in the War of Shadow, 
took offense at the colonists' worship of Avani, 
Rasai'a's champion and successor. Now these 
wealthy traders want nothing to do with foreigners 
who don’t venerate Basata and who even dare to 
claim her divine bloodline! 

And the Khinasi today face issues more pressing 
than a cold 

shoulder from , ^ 

their mother V' , 

land. Deep, bitter 
rivalries divide the 
city-states, and wars 
arise frequently The pur¬ 
suit of mogey and power 
corrupted many of the 


noble Basarji values—now intrigue and double-deal¬ 
ing have become common political methods. 
Khinasi grace and skill mean little in the face of bar¬ 
baric invaders like the orogs or the Vos, and several 
realms have been dragged down in fire and ruin 
within the last few generations. Today, several 
Khinasi states have virtually fallen under siege by 
marauding humanoids and powerful awnsheghlien. 

The Sun Coast, as it exists to^ay. faces three 
great threats. The first is the Serpent, whose patient 
scheming has brought many city-states to war 
against each other. His sinister priests spy and plot 
throughout Khinasi on their master's behalf. The 
second threat is the growing strength of local sav¬ 
ages; raiders from the t Tarvan Waste in central 
Khinasi, the gnolls of the Black Spear Tribes in the 
Zhaingc Valley and the ofQgs of the Iron Hand 
Tribes in the northwest. The last danger to the land | 
is the Sphinx, whose depredations may close the# 
overland trade routes that Western Khinasi depends j 
upon for survival. | f 

As if these external tfireats were not sufficients 
the states always seem embroiled in a dozen unde¬ 
clared wars. Aftane apd Ariya remain locked in 
struggle, while Djafra f 4chourane, and Min Dhousai| 
battle for control of/the rich Docandragh forests 
Unless these clans cease squabbling, they may firuj 
themselves overwhelmed by their common enemies. 


V tm 
idem! 


khinasi society 

From the beginrifng of history, the Basaiji considi 
all people free #hd equal. No person should evei^mvn 
another, tradition dictates, and no person is better 
than anothecjpy virtue of birth, gender, qr class. 
Generally, laws and customs treat the highqst^nobles 
and the lowgsrt peasants equally, and ihere'^tio limit to 
how high a person of skill and ambition 'might rise 
with hardyyork and a little luck, 

social ranks 

4# A T 

Of course, as in any society, Khinasi includes its 
share bf “haves" and w have-|ft>ls.* While it's true 
that a noble accused of murder must stand trial, 
it's also true that his family and fricnd&Lcan exer¬ 
cise much more influence on his behalAhan the 
family of a cobhlex or fU^jghaccused of th\same 
of w^lth amf gjjga^e prefer.n\ 
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keep the company of beggars, so they insulate 
themselves from the commoners around them. 
Inhabitants of Khmasi city-states consider this 
stratification normal. 

At the bottom of the social ladder are the com¬ 
moners, ranging from peasants, fishermen, and 
laborers to soldiers, shopkeepers, and servants. One 
can make few distinctions among those of this level; 
some have moretooney than others and spend more 
to be gracious tipsts, hut they all fall in the same 
lower class, 

A cut above th£ commoner is the artisan, mer* 
* chant, or skilled craftsman^ Weaponsmilhs, naviga- 

i tors, artists, traders^ and kca captains find social 
favor for their skills aid wealth. Yet the dividing line 
\ between commoner 'Snd artisan remains vague; a 
particularly ill-mannered smith or captain may find 
himself treated as a ':hmt by anyone he meets. 

rly* a humble shopkeip or farmer who carries 
himself well and stands Sk^ man of the community 
might receive a great dealfof deference and respect. 

On the next step of tfjc social ladder sits the 
minor nobility; the njgfttdp, or named families. In 
JChinasi, the right to carry^a family name can be 
lie stowed only by the ruler fif a city* The family of 
jpne so honored can claim ihti^ name forever. About 
t>nc in four Khinasi belong to this elite level. Most 
ajazada actually sustain themselves as artisans or 
erchants; simply owning a naiSe doesn't guaran- 
a life of easel The uppermost tfezada, families of 
alth and power, own enough toptl and business 


i hi 

t* 


concerns to live as nobles. Many priests, bureau¬ 
crats, low courtiers, and military officers were bom 
into these ranks. A few of the most honorable and 
powerful families possess minor bloodlines. 

The highest level of Khinasi society is the high 
nobility, or tamounzada. These are families who 
share t he ruling family's name. Though distant rel¬ 
atives, tamnunzada still serve as governors, gener¬ 
als, admirals, high priests, and major courtiers. 
Often, tamounzada share a bloodline with the 
regent of the state, though these scions rule no 
domains of their own, 

Khinast city-states vary in their traditions of 
ndership, but it's fairly common for a single family 
to govern a state for centuries. Naturally these 
regents possess ancient bloodlines infused with 
power from the events at Mount Deismaar. Rulers 
use many different titles, especially emir, satrap, 
sultan, and khan. The^ Khmasi fascination with 
magic has led to an unusually high occurrence of 
skilled true wizards among the tamounzada. In fact* 
many Khinasi rulers are capable mages* 

customs 

Khmasi of any station in life love art, beauty, 
grace* and good manners. They are a talkative and 
open people, and even common field laborers like¬ 
ly will pass a noon break from work with sponta¬ 
neous song, dance, and storytelling. As most 






Khinasi consider politeness and eloquence marks 
of high breeding and wisdom, their disputes and 
arguments are marvels of suggestion; their oblique 
remarks clarify points without giving offense or 
showing anger. In fact, the surest sign of an angry 
Khinasi is silence. 

The religious inhabitants of the Sun Coast feel a 
deep connection to their deities. They sprinkle even 
their everyday speech with brief prayers for success 
in routine ventures, blessings on passing strangers, 
and invocations of divine favor for great enterpris¬ 
es. All Khinasi consider swearing in a deity’s name 
to be a horribly crude and barbaric act. 

Khinasi also have a strong sense of kinship and 
family, and one of their principal pastimes consists 
of tracing their lineages and relationships* They 
regard extended family members as siblings and 
even remotely-related people <u» de^ir* cJos$ cousins. 
The Basarji language features over* 100 terms to 
describe various relationships. 

City life reflects this strong sense of family; clans 
live together in bands called geirfeou, numbering 
anywhere irom a dozen to several hundred people. 
A large geirhou often takes over an entire neighbor¬ 
hood or district. The geirhou usually raises children 
to the same craft or occupation of the parents. For 
instance, in the city of Ariya all shipwrights live and 
work together in one great geirhou. Even nobles 
treat the g eizada, or cider, with deference. 

Dueling or open feuding between rival geirhou 
seems fairly common* but such battles usually are 
wars of words* gestures, and stances. The more seri¬ 
ous the slight that begins a feud, the farther the 
offended party may go by way of retribution. If the 
son of one family dies at the hand of another, the 
victim's kin consider the matter redressed only 
when the killer is slain. Any crime less serious than 
murder or rape the Khinasi generally settle with an 
exchange of gifts or public apology. 

The people of the Sun Coast consider polygamy a 
sign of wealth and standing. If a man can afford sever¬ 
al wives* he will many to the limit of his wealth. 
However* taking a second wife when one can not sup¬ 
port the first in a suitable lifestyle is a great insult to the 
families of both women. Women may have more than 
one husband also, 

sayim 

The overall measure of a Kh in as is standing and 
wealth is sayim, loosely interpreted as “face." The 
term stands for hospitality, honor, wisdom, compas¬ 
sion* grace, and eloquence. All Khinasi strive to 
earn images as men or women of great sayim, even 
if born common. Acts such as breaking oaths* being 
a rude or stingy host, or showing anger or a curt 
tongue all injure a person's sayim. When one loses 
face, he must make it his responsibility to redress 
the issue; pointing out that someone has lost face is 


extremely impolite. For instance* a ri 

visitor should never comment if his ? 

host has a quarrel with his wife in 

front of company, even though 

the host clearly committed a 

breach of sayim. 

The hardest thing for a 
Khinasi to say is *Sei bhada 
hejj-sayim ■ " or “I am without 
face.* 1 People reserve such a 
public admission of great guilt 
and shame for only the most 
unforgivable breaches of sayim. Once 
someone makes this confession, his fel¬ 
lows expect him to leave his home, taking, 
none of his family, servants* or possessions, for" a 
voluntary exile until an appropriate amount of time 
has passed. This penance period ranges from a few 
months for the aforementioned quarrel to many 
years to atone for being caught in an illicit romance. 

Of course, attitude toward sayim varies from 
region to region. Residents of the Plains States 
interpret the code of sayim more as piety or devout¬ 
ness instead of face or honor. On the other hand, 
Islanders tend to interpret sayim as merely a code 
for good living and casually dismiss even serious 
matters of face with a laugh. 


money 

Most city-states mint their own coinage* resulting in 
a muddle of exchange rates and denominations. 
Ariya* a strong old realm, uses a silver sbetel more 
intrinsically valuable than the larger silver bhar of 
Mairada. But, the Ma i ra da ns value their bhar much 
more highly than the dubious sheLd of Ariya, a distant 
city of uncertain strength. No merchant sets prices in 
stone, as bartering and bargaining complicate even 
the simplest deals. 

To reflect this fact in game terms, prices listed in 
Chapter 6: Momy and Equipment of the Players 
Handbook routinely vary from 60% to 150% of nor¬ 
mal (Roll Id 10+5 and multiply the result by 10 per¬ 
centage points,) If you wish, role-play bargaining 
and adjust the price based on the player characters* 
eloquence in presenting their cases. Of course* 
prices vary less when PCs use local curren¬ 
cy; in such cases prices rarely fluctuate 
more than 10%. 


equipment, arms, 
and armor 

All the hems in the equipment lists in Chapter 6 of 
the Players Handbook are available in any Khinasi 
city, with the following exceptions; plate, chain, or 
brigandine barding; war canoes, chariots, cogs, cur- 
raghs, drakkars, dromonds, galleons, great galleys, 
knarrs, and longships; and camels » elephants, and 
heavy war horses. (For more specifics on arms and 
armor, see Table 7: Weapons Availability in the 
BirthK fdHT campaign settings Rukrboofc*} 

Wealthy or noble Khinasi usually attire themselves 
in improved mail or chain mail in times of war. with 
medium shields and open-faced helms. The scimitar 
or sabre is the weapon of choice, although most 
noble warriors can wield the lance and javelin with 
skill as Well, In peacetime. Khinasi leaders rarely 
wear armor, although they always keep a scimitar or 
dagger within reach. A noble's guards and retinue 
wear mail at all times, as do soldiers. 

Lower-class Khinasi usually go unarmored. 
Spears, daggers, clubs, and composite bows are the 
weapons of Khinasi militias, but outside of wartime 
or feuds, they seldom carry anything more than a 
dagger. Seafarers or herders who venture outside 
the protec tion of their native cities often arm them¬ 
selves a bit more heavily; a leather jerkin, sling, and 
cutlass, short sword, or dagger is acceptable for 
these provincials, 

<Jress 

Khinasi of all stations enjoy dressing as well as they 
can afford; looking one's best at alt times is a part of 
savim. Men’s national costume consists of thin, 
loose-fitting breeches of light-colored linen or silk, a 
broad saffh of colorful fabric, and a tight-fitting 
iiigh-eollared shirt with half- or three-quarter-length 
sleeves. They often wear decorative, embroidered 
vests open over their shirts, Men working in the 
heat discard their tops with no loss of face, Hie 
lower class goes barefoot or wears sandals, 
but wealthy men consider lavishly 
decorated shoes a must 
Women dress much the 
same, but cover their 
legs to the ankle and 
their arms to the 
wrist for decen¬ 
cy. Instead of 


shirts and vests, Khinasi women wear snug blouses 
of different cuts and shapes. The most daring qf 
these expose the midriff and cover the arms with 
only sheer silk sleeves, A married woman usually 
wears a loose shawl or cape, too. Although their 
garb looks revealing, ladies seem prudish about 
actually removing clothes. Viewing an unmarried 
woman not decently dressed is an insult to her and 
her family. 

Khinasi of both sexes always cover their heads 
with caps, scarves, or light veils, It’s considered 
improper to appear in public without some kind or 
head covering, 

m od es o f transport 

The broad, open savannahs of western Kb blast 
prove ideal for raising horses, a common practice 
in the Plains Slates, However* in the east, horses 
are expensive enough that only the wealthiest fam¬ 
ilies can afford to own them. In the cities, the priv¬ 
ileged use carriages and buggies, while rickshaws 
or palanquins can he rented by anyone with a few 
silvers to spare. * 

At sea, the Khinasi favor lateen-rigged vessels 
(with triangular sails rigged fore-and-aft). The most 
common is the dhoufa, a two-masted coastal mer¬ 
chantman with a raised quarterdeck. A dhoura can 
carry 100 to 200 tons of cargo and sails with 
between 30 and 80 crew, These vessels, frequently 
pressed into wartime service, may be overmanned 
by extra marines and archers at these times, 
Dhouras cost anywhere from 8,000 to 20,000 gold 
pieces (4 to 10 Gold Bars), depending on size. 

FChinasi also build a similar, larger war vessel 
called a zebec. Zebecs often feature a small mizzen¬ 
mast to carry more sail and can handle fighting 
crews of up to 250. Many of these warships have 
several smalt catapults and light artillery* A zebec 
costs between 35,000 to 50,000 gold pieces, or 17 to 
25 GB, (Card 1: Ships of Cerilia has more ship 
descriptions*) 

khinasi characters 

Scions native to Khinast almost always belong to the 
a/azada or tamounzada noble classes. Naturally, 
unblooded characters may come from any level of 
society. Folks of this land feel fairly open-minded 
toward nonhumans and foreigners, so halflings, 
dwarves, and humans from different lands all find 
tolerance here. 



warriors 


Warrior characters, though as common in Khtnasi 
as elsewhere, seem less likely to rule domains here 
than in Anuire or other Cerilian lands. Rangers also 
prove extremely scarce among the Khrnasi; one 
cqnld consider range-riders of Binsada or hunters of 
;Pjafra rangers, but lew other characters fall into 
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Magicians are 


non among the Khinasi* since . 


ujibiooded.leKaracters study magic to enhance 
standing, TVue mages are not as easy to find, 
but a tew blooded tamounzada have some spe He a st¬ 
ing skML ,Resments of many cities consider true 
magic a Mghlv respected calling—the greatest gift of 
the gods. 

If a character demonstrates that he can wield 
W: true m.igiJ, the law requires him to journey to the 
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> Jempfe olf*Rilni in the Fingers of Ayan of Southeast- 
i| em Khinasi. There he must swear these rive Oaths 

ofSemVe: 





Qr%t 




priests R* _J 

Temples are importari^in the Sun Coast, though 
their clerics often play a rather subtle role in 
ety. All temples maintain houses of hospitality as 
refuges and shelters- As the Khinasi have & strefng „ 
monastic trad|iiiin, many priests seclude them¬ 
selves in study arid silence. Some wander the land 
as healers, t ^ \ . <* \ 
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Khinisi consider thievery'a great affront to 
'fijociCty, they persecute thieves guilds relentlessly^ 


J ^ ^ . S relemiL^ny^ 

Therefore, most criminals c6ii£eal therrictiyities b#f. 


acting as merchant and traders. In.many cases, 
these ventures become more profitable than actual 
criminal actmtie^f^ 

A few rogues form secret societies that work for 
more than simple monetary reward. Some of these 
evil, anarchist elements are sinister cults, while 
others seek domination through poison, knife t and 
terror. 





♦ To obev the commands of the lawful ruler of the 


bards 



In the Sun Coast, bards don t have the role of her¬ 
ald and fore-keeper Anuir^an battb enjoy In fact,, 
they’re generally much poorer, leading a wandering 
existence. Most Khinasi view f bards as vagrants and 
thieved; ' a common proverb in the city-state of 
Aftane calls a thing of no value "as worthless as the 
wofd of a bard." 


: state; 

♦ To prescribe and protect all knowledge; 

♦ Never to raise a hand against another mage 
Sworn to the Oaths, except as commanded by the 
liege in lawful war; 

♦ Never to use magic to raise or communicate with 
the dead; 

♦ To destroy any wielder of true%iagic who does 
not abide by these oaths. 


The Masetians handed down the tradition of the 
Five Oaths to their Basarji students more than a 
dozen centuries ago. Unfortunately many uit$crupi> 
ious mages have exploited the loopholes in the oaths 
to do as they pleased, and a fair number of Khinasi 
true mages either hide their abilities or find other" 
means to avoid the pilgrimage to the 
Temple of RilnL 

Those who arrive at the temple and refuse to take 
the oaths are put to death. No mage speaks of the 
mysterious power that binds wizards to their oaths; 
some think an artifact is involved, while others 
believe that Rilni* god of magic, appears 
wielder of true magic to bind the mage to 
with divine power. In any case, it’s well knowi 
no KAinusi mage can violate his oaths , 
wants to. 




* Between ibe sea and the sky lies a land of great spirit 
and open vistas, a land that stills words and sets a 
mans mind to introspection. This is the Bair el-Tehara, 
the Sea o f Grass, which the Anuireans called the Saere 
Siendere* They didn't journey into the empty steppes, 
so they didn't understand the land the way we do, 

U A man can't be known by the face he shows the 
world; one must understand few sou/ in order to know 
kim r So it is with the Bair el-Tehara , If you see only the 
face it shows the sea, yon haven't seen the land , ” 

—Kariya bint Beytu, scholar of Ariya 


oldest continuously occupied human settlement in 
all Ceriiia. The Masetians founded it as a trading 
post even before they and the other human tribes 
settled the continent* 

Some ancient Masetian ruins still lie along the 
coastal hills, overlooking the sea. In addition, 
rumors speak of submerged cities just off the coast 
of Zikala* where strange fish-men sink passing ships 
and devour their hapless crews. These talcs arc 
unsubstantiated, of course, but locals have noted 
some unusual disappearances in the region lately* 


T he great western steppes form the 
youngest region of Khinasi* For hundreds 
of miles through central Cerilia, rolling 
grass-covered plains stretch as far as the eye can 
see, broken only by a few lonely hills. Unlike the 
cleared and settled farmland of the Anuirean 
Heartlands* these plains exist just as they did in the 
early days of Cerilia* No one claimed this land; the 
Masctians, living along the southern coasts, had no 
interest in territory far from the sea* In fact, the 
* Bair el-Te hara wasn *t 

J * lP "W # settled until several 
II ^ M M B m centuries after the 

battle at Deismaar, 
A -w- when the Basatji states 

A^B^j of the southeast began to 

B grow prosperous, 

JL Mr Shielded from the cold waters of 

0 the Kxakennauricht in the north bv 

plains 


states 


Mountains of the Silent 
Watch, the Plains 

JL * A States see little 

rainfall, This driest part 
of Cerilia* nowhere near 
as arid as a true desert, 
nonetheless has a climate marginal enough to force 
civilization to concentrate along the coasts. Inland set¬ 
tlements are a fairly recent development. 

The great ports of this coast are ancient havens 
that predated general settlement in the area by 
many centuries. Masetians established Ariya, 
Zikala, and Turin long before Deismaar* (The 
Basarji explorers in the area before the 
Masetian Arrival lived a nomadic 
lifestyle and founded no per- 
manent settlements.) In 
fact, Ariya is the 
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the 

harrow marsh 

T he Harrowmarsh, west of Binsada in the 
Asarwe River delta, seems 1 more an 
unclaimed swamp than an actual realm, 
The Hydra inhabits this sodden forest with hb 
beastly offspring and a smattering of fugitives with 
nowhere else to go but the tiny local villages. Ihe 
wealth of native insect and marsh life makes this an 
unpleasant place for visitors, though traders do stop 
at Harrowmarsh ports to collect exotic birds and 
lizards as pets for wealthy Binsadans. Although the 
many-headed awnshegh does not often leave his 
home in Waterijord Tower, his influence spreads 
into Binsada and Sendoure. 

isle of 
the harpy 

T he Harpy inhabits a duster of eight islands 
Just south of Binsada, The plains* cliffs* 
and beaches of the three largest land mass¬ 
es serve as home to about 1,000 warbird and harpy 
servants of the awnshegh. However, these inhabi¬ 
tants rarely raid nearby Binsada and Zikala (though 
they more frequently attack certain passing ships). 
On the contrary, this abomination seems inter¬ 
ested in maintaining good relations with her neigh¬ 
bors. She allows a Bin sad art trader to harvest a rare 
herb that grows in her realm, and Binsadan Fisher¬ 
men work the waters of the Bay of Aerocourt, giv¬ 
ing the Harpy a portion of the take. From her home 
aerie in Windbutte atop the tallest peak on the main 
island* the Harpy surveys local sea traffic, sending 
her minions to inspect ships that pass within 
3D miles of her islands* She trades the infor- 

r w-mation they report back to her with the 
regents of Zikala and Binsada for 
news of the mainland* 





rumbles from 
the sphinK 

A great threat to the states of Btnsada, 
Sendoure, and Zikala waits in the heart of 
the Bair cl-Tehara* where the Sphinx 
makes his lair in the ruins of a once-great city. The 
awnshegh's depredations have grown in savagery 
and frequency over the years, and many trade 
routes across the steppes have been abandoned— 
the creature's violent forays have made them 
untenable. 

Rumors say the Sphinx is gathering an army of 
brigands and marauders for a dire purpose; some 
say the creature means to raze the Binsadan city of 
Ber Dairas, while others insist he will turn his 
armies on Zikala. Others report that the Sphinx has 
undertaken a massive excavation effort in the 
Tarvanian Hills—but no one knows why 


the red lrin«js 
of aftane 

bout 10 years ago, the sultan of the state of 

Aftane was deposed by a circle of seven 
^ powerful lords, who seized the Lion 
Throne and today rule the land jointly They are 
known as the Red Kings, for they wear crimson veils 
to hide their faces. These lords have fought bitterly 
for almost a decade to consolidate their control over 
Aftane and the other cities in the state, and they 
recently crushed the last elements of resistance. 
Now they are turning their attention to foreign 
affairs. Most Khinasi regents expect Aftane to 
launch an attack upon Ariya within the next year—- 
yet another war between the two ancient rivals. 

The identities of the Red Kings remain a closely 
held secret. Some say the lords hide their faces for 
fear of the deposed sultan's vengeance. Others 
whisper that the Red Kings lead a secret cult and 
wear the veils as their badge of office. 



















ariya 


Regency Generated/Accu mutated: 34/40 RP. 
Treasury: The treasury holds IS GET On a typical 
turn, Ariya generates 27 GB. 


Alignment: Lawful good. 
Status: Recommended. 



Province 

Law 

Temples 

Guild. 

Source. 

Ariya (7/0) 

GFA (4) 

ATA (5P 
TAn (2) 

GFA ill 
GCC (3) 
BK (2) 

Rah (0) 

Assarif (1/4) 

Red (1) 

CK(I) 

BK(1) 

Rah (1> 

Azicta* (1/4) 

Red (1) 

TAn (1) 

GCC (1) 

Rah 11) 

Djef el-Kadir (1/4) 

Red(1) 

— 

BK(1) 

Rah (4) 

Kfeira (3/4) 

GFA [2)* 

ATA {2) 

GCC (2) 

Rah (4) 

Kouiir (2/3) 

C FA (t) * 

ATA (l)* 

GCC (1) 

Rah (3) 

Tegher (2/3) 

GFA (1) 

A2A (1) 

BK (2) 

Rah (3) 


* Indicate* a holding fortified by a castle 

Abbreviations; GFA=Gcrad ibn Farid el-Arrasi (Ariya); Rih-R^ful; 
TAn-Tempte of the Ancients ef-Mcsirj; GOC»Gold Coast 

Coster (Omadi the Quick); BK*Brotherhood of Khet (TUrtye min 
Saida); RetURed Kings (Afune); CK»CHo&cn of fChirdai (Taril 
Hcrad); ATA^Arivan Temple of Avani (Gerad ibn Farid ef Arrari}, 

- + - 


Provinces/Holding^: The ancient port of Ariya, a 
strong city-state on the Bair el-Mehare, is ruled by 
Gerad el-Arrasi, This prince-paladin also leads the 
Ariyan Temple of Avani. 

♦ Law: The prince has a firm hold on the city of 
Ariya and the provinces immediately surround¬ 
ing it* He ignores the outlying provinces, which 
are plagued by lawlessness sponsored hv Aftane* 

♦ Temples: As Lord High Patriarch of the Ariyan 
Temple of Avani, the prince controls a major 
temple to the Lady of Reason in the province of 
Ariya* Other smaller shrines scattered through¬ 
out the realm include the Temple of the Ancients, 
a sect of Nasri based in Mesire to the east* 
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♦ Guilds: Several rival merchants compete for con¬ 
trol of Ariya s markets. The leader is the Gold 
Coast Coster, governed by the good-hearted 
Omadi the Quick fMKb; T6 ; An, minor. 8; NGj. 
However* a secret organization called the 
Brotherhood of Khet has grown in strength 
and influence of Late. 

♦ Sources: The Court Mage of 
Ariya, Rahil the Falcon 
{MKh ; W7; Ma, minor, ]$; 
LG), controls most of 
the sources within 
the state, 


Army: Arty as military forces aren't numerous, but 
they're well-trained and sufficient to defend the city. 
The prince's army, the Swords of Avani, consists of: 

♦ 4 units of Khinasi medium cavalry 

♦ 2 units of Khinasi infantry 
Navy: 6 zebecs* S dhouras* 4 dhows 

Regent: Gerad ibn Farid el-Arrasi (MKh; P 7; Ba, 
great, 36; LG), Prince of Ariya, rules the city of the 
same name as well as the Ariyan Temple of Avani 
Like all in his line, he claims descent from the Great 
King el-Arrasi In the last 100 years* Ariya has seen 
its fortunes decline, as its towns in Djef el-Kadtr 
and Tegher have been ravaged in war with Aftane. 
Many city folk pay little attention to affairs outside 
the walls, but el-Arrasi feels gravely concerned 
about the depopulation of the countryside. He may 
take steps to reverse this trend any time* 

The prince* a dignified warrior in his early for¬ 
ties, has a sharp mind and can truly see into a per¬ 
son's heart. He believes Ariya should act as the 
political and moral leader of all Khinasi and insists 
on formality in all dealings* 

♦ Lieutenants: The Prince of Ariya places the 
responsibility for diplomatic matters in the hands 
of Patriarch Jairo min Az^das (MKh; Pr4 t Avani; 
LG), a portly priest with marvelous skills of per¬ 
suasion* Gerad el-Arrasi personally commands 
Ariya's armies but relics on the ajazada Captain 
Hactan el-Djefer (MKh; F5; NG) to lead his fleet* 

Important NPCs: Sari bint B^dize (FKh; 17; 
NE), the mistress of the Black Arrow* is one of the 
most notorious pirates of the Saere Siendere, She 
and her crew of cutthroats lair in secret harbors 
along the coast, including a hidden base in the 
province of Az£das* Sari's network of informants 
and thugs is growing, and she'll soon become a 
contender for guild control in Ariya's coastal 
provinces. Locals say that the regent of Zikala 
himself sponsors her activities, 

Khalil el-Arrasi (MKh, W12 ; Bd, tainted * 8; LE) 
leads the powerful geirhou that holds the 
provinces of Kfeira and Tegher for the regent, his 
cousin* This ambitious scoundrel's clan has always 
feuded with the prince's family, dating back to 
when the Great King turned his greedy brother 
Eriat into a giant dragon turtle. Rumors claim 
Khalil el-Arrasi conducts secret negotiations with 
both Zikala and Aftane* looking for someone to 
support him in an overthrow of his cousin. (If he 
had an ounce of leadership skill, the powerful 
mage might not need foreign help.) 


. A ' v'ci? -v ; 









Description: 

The heautiful 
city-state of 
Ariva boasts 
whitewashed tvalls 
and high, gleaming 
spires. Built over the 
ruins of Sam, the oldest 
Masetran city in CeriJia, 

Ariva maintains defenses and networks of streets that 
closely follow the design of the earlier settlement. 

As the nomadic Basarji began settling down, 
they rebuilt the Ma&etian ruins into their own 
thriving community. During its Golden Age in the 
13th century MA* everyone considered Ariya the 
center of the Basarji world—after all, it was the 
home ol the great el-Arrasi and the most impor¬ 
tant member in the Federation that defeated the 
Anuireans. In the 700 years since the legendary el- 
Arrasi s death, Ariya has lost its dominant posi¬ 
tion, although it still retains its reputation as a 
highly influential city-state. 

The devoutly religious people of Ariya tend to act 
somewhat formal. Holy days and hours of worship 
arc strictly observed. 

♦ Capital: The capital of Ariya is, of course, the 
city of Ariya itself. The prince rules from the 
Tower of Morning, a strong citadel guarding the 
harbor's entrance. The fortress bars any attack 
by sea. and Ariya s strong walls can withstand 
years of siege. 

♦ Trad * goods: Leather, beef, and dairy products 
are plentiful in Anya's arid countryside, where 
free ranchers tend herds of cattle. The city itself 
imports raw materials such as ore, timber, and 
raw silk from many sources and supports a 
strong manufacturing industiy Ariya's craftsmen 
and skilled artisans are the finest in the western 
plains. 


Allies: Ariya remains on good terms with Binsada, 
the result of a 200-year-old treaty forged when 
neighboring Zikala was militaristic and expansion¬ 
ist. Mestre to the east is wooing Ariya as an ally, 
since the emir there feels threatened by nearby 
Aftane, 7 * 


Enemies: Ariya and Aftane have always been rivals. 
Five hundred years ago, Aftane inflicted a major 
defeat on Ariya and claimed its northern provinces 
and the city-state of Shoufal. Since then, the two 
states have fought a dozen major wars, and Ariya 
briefly regained its territory on several occasions. 
Recently, the rise of the aggressive Red Kings has 
signaled a new chapter in the conflict* 













binsada 


Alignment: Chaotic good. 
Status: Recommended. 


Province 

Law 

Temples 

Guild* 

Sources 

Andujar (5/2) 

BRfI) 

ZTA (2) 

err ( 2 ) 

RW(2) 

Per Daim# (4/1) 

BR ( 2 r 

BTL (3>- 

Hyd(i) 
SC (3)* 

1W(1) 

Deish^ ( 1/4) 

— 

BTL (1) 

SC{1> 

RW (2) 

Chou ref (1/4) 

— 

8TL(1> 

SC(l) 

RW (2) 

Harp 1 /* Watch (1/4} 

— 

— 

SCO) 

RW (4) 

High Asarwc (3/2) 

BR(I) 

BTL (2) 

Hvd (21 

_ 

Khessdim (1/4) 

BTL(I) 

BTL (1) 

SC(I) 

RW (4) 

[jaw Asarwc (5/2) 

BR(1) 

BTL [2) 

Hyd (3> 

RW U) 

Mcmnoime (2/3) 

BR(l) 

BTL (11 

Hyd <1> 

RW (3) 

Mourn (3/2) 

BR (I) 

Ztt(l) 

ETT (2) 

RW (2) 

el-Tairi (2/3) 

BR(I) 

BTL (2) 

SC(l) 

RW (3) 

* Indicates a holding fortified by a castle. 




Abbreviations: BR-B,mira cl-Res hid {Binsada); ZTAsZikabn 
Temple of Avarti (Shandare); tJIT-Extraoidifiai>- Traders of Turin 
(Yolanda Serif): KW<4he Red Witch (Corazdn bint Ritni); 
BTL=Bmsadan Temple of Leira (Haswan Mandd); Hyd*the 
Hydra; SC-Saere Consortium (Delia of Cocranys). 




PrOvinces/Holdmgs: Binsada ts the westernmost of 
the Khinasi realms, ruled by the popular queen 
Banira el-Reshid 

♦ Law: The queen controls only minimal law hold¬ 
ings, as Binsada ns have no use for strong gov¬ 
ernment and rely on clan elders to provide disci- 

■ pliitc a«d guidance. 

# Ttmptc$j flie reach of the High Priestess 
Sharoda re of Zikala extends into eastern Binsada, 
but the queen has declared the Temple of Leira 
the state religion. Leira s church is led by the 
fiery old priest Haswan Mandil fMKb; Pr4, Leira; 

minor, 9; CG). 

♦ Guilds: Again, the powers of Zikala reach 
into Binsada: The Extraordinary Traders 
of Turin wields great influence in the 
eastern plains. The Hydra's agents 
control Binsada's western low- 
lands, while Delia of 
Coeranys (FA; F4/T4; 
An, minor ,; 12; GG) 
opposes Zikala's 
interests with 
her Saere 
Consortium. 


♦ Sources: 
The powerful 
sorceress 
Corazdn hint 
Rilni (FKh: 
W9; Vo. major, 
27; N) t also 
known as the Red 
Witch* controls the 
magic of the western 
plains,Sometimes she lingers at the queens 
court, but mostly she wanders the land. She is 
currently feuding with the agents of the Hydra. 
Regency Generated/Accumulated: 22/55 RP. 
Treasury: Banira el-Reshid's treasury contains only 
11 GB, She raises 23 GB per domain turn. 

Army: Binsada s army consists of six units of medi¬ 
um and six units of light cavalry. Another medium 
cavalry unit* the Lions of Dusk* serves as the 
queen's personal fighting forte, and a unit of 
infantry garrisons the capital, Ber Dairas. 

Regent: Binsada's regent* Banira bint Hamilah el- 
Reshid (FKh; F4; Ba, major, 22; CG), is the eighth 
Reshid queen to rule in succession. This tail, athlet¬ 
ic woman in her early thirties has striking good 
looks, A vigorous, involved ruler, el-Reshid never 
rests until she's resolved a matter to her satisfac¬ 
tion, She can act short-tempered or mercurial, but 
her heart is in the right place, and her people love 
her greatly. 

The queen doesn't spend much time in Ber 
Dairas, but moves her court frequently. Most 
Binsadans live in nomadic settlements* following 
their herds, and el-Reshid believes the queen should 
share her people s lifestyle. 

♦ Lieutenants: The regent doesn't often rely on 
underlings to do her work for her, but she is 
teaming that the most effective rulers delegate 
authority, She entrusts mercantile and diplomat¬ 
ic missions to her younger sister* the lady 
Medina el-Reshtd (FKh; T3: Ba, minor, 15: NG). 
Medina loves her sister more than life itself; 
she'd never betray her. 

Leading Binsada s army is an old Anuirean 
expatriate named Gaercd Vorduine (MA; F$; Re, 
fainted, 8; CN), a fearsome mercenary captain of 
exceptional skill and intelligence. Vorduine, a 
stormbrjnger, has drifted from state to state leav¬ 
ing war in his wake. No one knows what hold the 
queen has on him, but he appears to serve her 
with no reservations. 

Important NPCs: Many agents and brigands loyal 
to the Hydra have infiltrated the state s western 
provinces. Although most Binsadans want 
nothing to do with this awnshegh* a few 
western clans have fallen under the 
abomination s sway The Hydra's 






captain in western Binsada, an oily Brecht rogue 
named Kort Bregeden (MBt: T8; CE), has gained 
control of much of the trade on the Asarwe River 
and now directs his efforts on Ber Dairas. 

Another major character is the prince Dauod ibn 
Mustaf el-Reshid (MKh; R6; Ba< minor, 19: CGJ, the 
queen's cousin, Due to his efforts guarding the east¬ 
ern border against the Sphinx's minions, Binsada 
has had little trouble with this awnshegh in recent 
years. However, the opinionated Dauod ehReshid 
vocally criticizes some of his cousin's rulings, 

Description: Binsada has plains more fertile than 
the arid lands of Zikala and the Sphinx to the east. 
This land proves excellent for raising cattle and 
horses—in fact, the Binsadans are nomadic herders. 
Other Khinasi consider them rustic barbarians 
because they live in tents and camps instead of 
towns. Each clan’s famed range riders scout ahead 
for fertile grazing areas for the herds. They also 
hunt and spy for their geirhou and prove formidable 
in a skirmish, 

♦ Capifaf: The exception to this nomadic lifestyle is 
Ber Dairas, the Fortress of the East Wind. Early 
Bins a dan rulers intended this mighty dwarf-built 
structure to house the citizens in times of great 
peril. Great courts within its walls stand empty, 
ready to shelter thousands of people and their 
herds. 

♦ Trade goods: Binsada subsists on livestock of all 
kinds. Locals trade leather, meat, cheese, horn, 
and other such products as their principal source 
of income. Great cattle markets attract visitors 
to Ber Dairas, the small town of Andujar on the 
Moura River, and to locations all along the banks 
of the Asarwe. Binsada imports finished prod¬ 
uct s* wood, textiles* and tools and weapons. 

Allies: Sendoure has always been a staunch ally, and 
Binsada and Artya remain on good terms as well. 
Surprisingly, the Harpy has been a decent neighbor 
for the Binsadans; this awnshegh resides on a chain 
of islands just to the south. Rumors tell of a secret 
pact between the awnshegh and the house of 
Reshid, but most Binsadans believe the Harpy has 
forged a treaty with Zikala instead. 

Enemies: The Hydra and Sphinx have created trouble 
for Binsada in the past, and both have dire plans 
for the realm, should the queen ever weaken, 
Binsada also faces a growing rivalry’ with Zikala— 
the eastern state has raised the tolls on traffic along 
the Moura River, 


.* I 'V, 









the sphinK 


Alignment: Chaotic evil. 
Status: Not available for PCs, 


Shoufal has challenged his control of the bor¬ 
derlands; the Sphinx hasn't responded to this 
situation yet. 


Province 

Uw 1 

Temple# 

Guild#* 

Sources 

Agradfl {2/3) 

SsfO 

— " 

S*{l) 

S* (3) 

Akh*ik \m\ 

— 


— 

— 

BaTr cUTehara (1/4) 

Sxtl) 

— 


Sx (4) 

Birbeg (0/5) 

— 

— 

— 

Sx (5) 

Fcicejiiin (0/5) 

— 

— 

— 

S* (5) 

Irbouda (2/3) 

Sx (2) 

— 

SMI) 

Sx (3) 

Khousibii (2/3) 

— 

— 


$* (2) 

Meid Ain (2/3) 

Sx(l) 

— 

Sx(2) 

SMI) 

Mcid Tdfvjii (1/4) 

Sx{l\ 

— 

S* (!) 

AR (4) 

Meid Zhirgeii (3/2) 

— 

— 

Sx(l) 

Sk (2) 

Seif el-Avnrra (2/3) 

S* (H 

— 

— 

Sx(2) 

Stertfa* (3/2) 

Sk(1) 

— 

GWfl} 

«|1) 


Regency G ener a ted/Ac cumulated: 47/100 RP. 
Treasury: About 25 GR. Many believe the Sphinx 
has a hoard of treasure hidden in his ruined palace 
in Irbouda. Rather than taxing his subjects, the 
awnshegh demands tribute, which cams him 12 GB 
per domain turn. 


‘ The khourteti alif, or Hands of the SphinK. control law and guild 
holdings in the awnshegh s name. 


Army: The Sphinx’s followers are cutthroats and 
outlaws. Any militia the beast raises should be treat¬ 
ed as irregulars instead of a levy GnoIJs, goblins, 
and human brigands make up the creature's military 
units. (Four to It) units remain active at any given 
time.) 

The Sphiroj also keeps a standing bodyguard of 
elite infantry- 41 Irbouda, 


Abbreviation#: Src=ihe SphinK; AH-Adara hint Rcshuuck 
Ciln>=<ihouriai*i Coster [Helmut Gruber}. 




Provinces/Hoitiings: *JThe Sphinx, a powerful 
awnshegh, rules a desert realm. Most of his domain 
is empty steppe, but gnolls and bandits inhabit 
strongholds throughout the area. 

♦ Lato: In the Sphinx's lawless lands, the strong 
rule the weak. The awnshegh’s authority extends 
as far as the reach of the Hands of the Sphinx: 
his human agents, the kkouneitalif. ihc creature 
ivajts jo build his realm of marauders into an 



* tempi 
ship, de 
eongregs 
perceive 


d state, but these unreliable humanoids 
;ands are not the stuff from which TOT' 
tions, i j § f f t j 

'fhe Sphinx subpresfes organized wor- 
strnvihg any pfosts y ho ixy t<$ gatbp 
utions, Most people assume the creature 
jslemptas as a threat, but others see * 
more sinister purpose. Rumors claim some 
priesfe among the a/if worship the 

Sphinx and the real mV resident felines! 

♦ Guilds: The Hands of the Sphinx control must 
domain trade. Raids and the efforts of a local 
guild add to the realm s income. 

^ The'Sphinx, a formidable sorcerer anef 

warrior, has created a network of ley lines 
across the face of the open steppes and wields 
near-complete control of the region's 
magic. The sorceress 
Adara bint 
Reshoud of 


Regent: The Sphinx (MAv; W12; Az, meat, 47; NE) 
has ruled this region for hundreds o£ years. Early 
on, it lived as a marauding beast, preying on local 
villagers and passing caravans, Over the last centu¬ 
ry or so, the Sphinx'ha* ehosqn to expand its 
domain and become a true regent 

Few outsiders meet the creative face to face; it 
prefers to deal through its lieutenants. Although the 
Khinasi consider the Sphinx quite intelligent and 
articulate, they all know of its murderous, bestial 

$♦ iJwtenuntsyGreat citLof all kinds sen#; asmir 
lonV of the Sphinx: u| a writ h eg} vs nature link*" 
to these mighty predators, from sav* 
lions, and no feline can rerisMhe'moirt 
mand, Association with th$ Sphinx has raised a 
Few very rare savannah cats to a semisentient 
State. They havie'hSedbtpe the awnshtghfs "eyfcii 
ears, and assassins throughout its domain. 
Human or humanoid sefcvaqts of fly Sphtiix 
don’t live to serve him o| Inter th# 

displease their master, witffe fatal results. One 
exception is the leader of the khourseti alifi the 
mad priestess, Tuarn mm Mesire r (f Kh; 
Sphinx: CEf, who often acts as the Sphinx's offi¬ 
cial spokeswoman. Most of her Hands are war¬ 
riors or thieves; a few are priests. The Sphinx’s 
subject* live in fear of these agent*, never know¬ 
ing wbicb neighbor might turn out to belong to 
that mysterious group. However the khourseti 
alif remains only a rumor outside this realm. 



Important NPCs: The strongest of the tribes that 
follow the Sphinx is the Yezdaga gnofls, a brutal 
band that raids nearby lands from a stronghold in 
the Meid Tarvai, They follow a powerful witch-chief¬ 
tain called the Yezd fMM; F6 ; C E). This brilliant 
warlord conceals his dreams ol displacing the 
Sphinx. 


* 










rr _c 


r - n 


Allies: N 


A Vos warrior-druid named luri Ilyich (MV; 
F7/D8; N) wanders the northern reaches of the 
Sph Inxs realm, using spells to contest the monsters 
control over the great cats. His solitary guerilla war 
has wreaked such havoc with the Sphinx's northern 
lands, the awnshegh has placed a 5 f 0G0 gp bounty 
on luri's head. 


Description: Only patches of arid badlands break 
the mqhotony of the Sphinx^dry, dusty domain* It's 
the must inhospitable part of the Bair el-Tehara. 
Once the Basarji domain of Irbouda stood here, but 
the Sphinx 1 !* depredations forced residents to aban¬ 
don that city-state hundreds of years ago. 

Only criminals and the like choose to live in the 
Sphinx’s lands: the creature tolerates a few hill 
tribes and herdsmen, but only felines and other true 
followers o*- the|pinster feel really at home here. In 
nS^CTtyears^fie Sphinx has greatly increased the 
ngth of his armies by demanding fealty' from hill 
and nomads: the awnshegh can fnuster thou- 
sahds of desert warriors with just a Word, although 
n he has trouble keeping peace among the rival 
tribes* 

♦ Capita^: As noted above, the Sphinx uses the 
ruinedItity of Irbouda as the seat of his power. 
Accord* 
himsel 

slight 

Trade goods: The Sphinx's raiders productffttfle— 
many live wet! on booty from raids on neighbor¬ 
ing provinces. The Ghoudata Coster, a local guild 
based in Sendoure to the northwest, ha& begun 
making inroads into the Sphinx’s domain. 


ding to legend, he ^stroyed the city-state 
iff as long-planned revenge for a forgotten 


one. 


Enemies: These days the Sphinx focuses bis atten¬ 
tion on expansion into eastern Btnsada. He bides 

hi$ time,, though, until the Queen of Binsada reveals 
a vulnerability he can exploit* Certain tribes in the 
western jarvan Waste have harbored gre atjll, , , 

Wjfll against the SphhurStnce the 
.Carnegauan Massacre, in which 
the awnshegh gained thfee 
Tarvan counties in the area's 
bloodiest skirmish < 


t ever. 


























aftane 


Alignment: Lawful evil. 
Status: Not available for PCs. 



No one knows the names of the seven Red 
t they share responsibility for governing 
y may have been a band of powerful 
ce, or perhaps a group of discontent- 


M 


i 


ft 


jkip' 

-ubI 


Province 

Law 

Tequih. 

Guilds 

Adabji {4/1) 

Red (2)* 
CK(21j 

Wr(4i 

ZMC (3) 

Aftane (6A» 

BK (3): 

CK(5) 

BK (3)'* 


MP)* 


ZMG (2) 

R.irst r j! f1/5) 

u*d(u 

CK {()) 

BK (1) 

B^rTarva (0/5) 

— 

v • 

v *' w^' 

Buiuida (2/3) 

CK (2) 

CK (2, 


Duurjt (0/5) 

Red (0) 

CK (0) 

Jr 

Fam ZhaYngc (2/3) 

Red(11 

TAn (I) 

ZMC, (IJ 

Jcifcl (1/4) 

Red (I) 

CK(0) 

—. 

Kjfrin (1/4) B 

Red (11 

CK(1> 

BK{1| f 

Ouseci (2/3) 

Red (2) 

CK (1) t 


Stidre(V4) 

Red (11 

CK(i) 

IlKT&t 

Shoufjl (5/0) i 

Red (2)" 

CK(3) 

BKH) 

* Indicates a holding 

fortified by a cast ft- 



iKHirce* 


jCt 




Bad \ 
AR(3)\ 
Red (3) • 

ARW I 

V 

,i ,L - d (?) - 

AR (It) 


Abbreviations: RjedLKtd King* (AftintOr lAn~ Temple of Ifie 
Ancient fjjiruou til-Mcsir); ZMC.»ZhaifnRp Merchant G^Sld 
(Aswan. b in 5«rhouf): B*d*3edoun?g: CK=Chow:n of Khildjii 
(Tarif Herad); BK* Brotherhood of Khct (lurivc min Saida); 
RhcRahfl Falcon: AJ^AiUra hint Rcshoud. 

■■■I i f r | 


Prqrviiice s/ll old ings; Aftane is a unio tk of three 
city-states under the control of a faceted group of 
lords known as the Red Kings, f 

♦ I jaw: In addition to the kings, the Chosen Jf Khirdai 
and Brotherhood of Khct are very influential: of 
course, Red Kings rule both temple and guild. 

♦ Temples: The Temple of the Ancients finds favor 
in the coastal provinces. However, the Hierarch 
of the Chosen of Khirdai—-a Red King namjed 
Taril Herad (MKh; Pr$, RJnrdai; 8a, minor, 18, 
tslE )—intends to control alt Aftanes temple hold¬ 
ings very soon. 

♦ Guifds: The Zhainge Merchant Guild, .a strong 
t pr oup of river t raders, holds power in t h e eastern 

provinces. The sinister Brotherhood of K.hel pre¬ 
pares elsewhere. 

1 r ' ♦ Srnjfm; The wioartlBeddfeg (MKh: 

W9? Et/mSf&t 29:,LE), also one of 
the Red Kings., controls most 
of the magic of eastern 
hfle finds himself 
iled in a bitter 
Uggle with the 
|sorceress Adara 
bint Rcshoud 
of Shoufal 
\(FKh;W8; U>. 
ajar, 22: 



Important NPCs: Turiye min Saida (FKh: T12: Az, 
major, 23: NE / is the secret leader of the 
Brotherhood of Kite! and ope of the faceless Red 
Kings, T*his beautiful woman! shows her face only to 
her most trusted assistants; even the other kings 
dun \ know her identity. brotherhood obeys her 

even' whffcn—with a word, she can order the death 
pi anyone from Ziknla to Mesire. Saida plans to 
betray her co-rulers and seize power for herself, but 
first she wants an ally against her fellow monarch.*- 

A rising force in Aftane is the pmverfut Zhainge 
Merchant Guild of Mesire, led by Aswan bin 
Serhouf. The guilder expanded his domain recently 
by gaining control of a corrupt old Aftaneait&uild. 
After reforming its business practices, be treated 
trade routes up the Zhajfoge River from M#sire to 
Kozluvnyy. The oppression in Aftane has turned 
him into a rebel, sworn to use his guildV assets to 
bring about the end of the Red Kings* rule. 

Description: With the exception of the cities 
A/tane^Adaba, and Shoufali the state drapt have 
much to offer* The arid sayaunah prevents prof¬ 
itable mrfthing west gf the province?' Oused, anc 
raiders from the Tar van Wasiq make the counttyskf 
even more dangerous. The Red Kings* con centra 
mg on controlling the cities, ignore mosk suo 
provincial problems. 

The fortress-city of Aftane is policedifiy die 1 
mousbdJ; the Red Guards, who harass] 
tine Iv. The city-state of Adaha remair 
without its fortified harbor, the kings' 
itself at the mercy of tile Emir of Mesirt 
Aftane* passage ijjto the Bair el-Meliaj 

Shoufal, an Oasts city, sits on the rnravan rriuted 
South of the Tarvanian Hills. The Red King who 
rules here has alienated the populace almost to the 
point of rebellion, The hid geirhou of Shoufal, who ] 
trace their descent from the*Ariynn 
rulers, believe Shoufal would profit from Arivari rule 
again. The wi zardess Acfara is an outspoken propo¬ 
nent of this idea. 

Special: Aftane is composed of three warrior 
domains, each based around one city-state. The 
regents of these cities—along with the wizard 
Bedoureg. Turiye min Saida (of the Brotherhood of 
Khet), Hierarch Taril Herad (of the Chosen of 
Khirdai), and the Red Herald (the rulers' 
spokesman. Arfando el-Adaba /MKh: 810: Re, 
fninor, 15; NE/)—are the seven Red Kings. Only 
loderatelv strong individuals, the kings prove 
sadly as a group. 
















sendoure 


Alignments Neutral, 
Status: Recommended, 


Province Law 

Temples 

Guild* 

Sourcci! 


Baiynrfa {1/4) 

BFD (0) 

SB(J) 

Cho (1) 

BFD (2) 

FSthsa {2/S) 

Gbo (2) 

BTL(1> 

Gho(t) 

BFD (1) 

Ghoudau (5/0) 

BFD P) 
Gha (2) 

STL m 

Oho (4) 

BFD (0) 

Scrir Riga! (2/5) 

BFD ft) 

RTL{J) 

Oho (2) 

BFD (3) 

Shirdhet (4/t) 

BFD (2) 
Gko (2) 

STL (2) 

Gho (2) 


Sctitta (1/4) 

Hvd (1) 

BTL(l) 

Hyd(l> 

BFD (2) 

Tmjtouf (2/3) 

Hvd (11 

DTK (2) 

Hyd |2V 

BFD (3) 


Abbreviation*: BFD=Bcy*rm ibn Parotid el-Duatim (Setsdourer): 
SB^Scrav Blessing {Ivvcrarrl vnn Schldss): GhotChoucUia Coster 
f Hdrmit Gruber); RTl»Biiuwdbn Temple of txirj-jf 1 J.isw.in Maridil); 
Hyd=Lhe Hydra; UTKslJntiraitffCit Temple of (Its* Rheitcr). 


Provinccs/Holdings: Trade with Anuirean and 
Brecht domains remains the lifeblood of thb* mer¬ 
chant realm in the northwestern corner of Khinasi. 
Nearly half the population is Brecht, 

♦ Law* The emu; Rcysim clrDixatim, struggles with 
the local guild anil the Hydra 1 s agents for control 
of the^baw. 

m* TemplJsjt Most iif Sendoure fallow the Binsadan 
femplc of Lei rdJIUnv ever, many/j(i the northern 
P provinces follow n#c o&b&t small Brecht temples: I 
Jf SeraVBlessing, icdjby Everard vor?%:hleiss (\&5r ; ! 

uiinted, 7;TJVb and the tJnhfatilen 
Temple of Kirchc, governed by Use Rheitcr (FBr, 
Pr5 t Kirch?; Bn 12: NG)> 

♦ Or/flit.- The small but growing GhoudaVa Cai 
remains cfritiitjaa; in the liteeYif the Hydra's ban 
diU gaining sire «#*> in the west* 

Sources: The emiri aJskilled sorcerer, controls^ 
most end (jura's magic 

. v - K&r t- * BlHN u j iViliwy ^ E. 1 f * jf ‘ A 

^ Regent: the emir Bevsim ibn baroud el-Diiatim, 
KSS Absolute Monarch of the Northern Marches, rules 
5enrfoTrre" , Theemir/MKb; W7: Br, mbtor. 19t NE); 

while not a , powerful ruler, shares his ancestors 1 
Inflated sense of self-importance; this arrogant 
regent insists that his siiMeets strictly observe his 

traditional titles and honorific^ — SH 70 of them! 

The emir came to power four years ago, after 
his father and older brother died in a hunting trip. 
Though he was the heir apparent, several nobles 
refused to recognize his legitimacy El-Duatims 
allies in the GhoudaVa Coster — an avaricious 
group of merchants bent on controlling the Asarwc 
River trade—silenced hts most outspoken oppo¬ 
nents, however. The suspicious and distrustful 
emir allows none of his subordinates freedom of 
action or initiative. 


t 


Important NPCs: The Ghoudafa Coster is led by 
a Brecht crime lord named Helmut Gruber (MBr; 
T10; Az, minor, 14; NE), a double-dealing snake 
who routinely has his enemies kidnaped and 
killed. He maintains a thin veneer of legitimacy 
through the use of business fronts, hut everyone 
knows the coster is involved with less than honor¬ 
able pursuits, Gruber, one of the emir's principal 
backers, has embarked on a campaign of black¬ 
mail to show the regent just how much he 
depends on the thief lord, 

Reysim el-Puatim considers himself secure in 
his rule; he doesn’t know his brother had an ille¬ 
gitimate son, Yousef el-Duatim f who has returned 
to Sendoure to overthrow his uncle. Yousef 
(MfCh; F6; Br. minor J5; LOj is gathering support 
among the outlying ajazada before announcing 
his claim. Gruber’s informants have not!Bed him 
of the situation. 

Description: In the years following el-Arrasi's vic¬ 
tory' over the Anuireans, the Khinasi pushed out¬ 
ward on every frontier, Binsadan and Irboudan 
traders moving north into the Coulladaratight forest 
founded Sendoure, For centuries it has, existed as a 
rough-and-tumble frontier realm of cutthroat 
traders and sturdy homesteaders. 

Its position astride the only viable land route 
from Khinasi to Anuire makes Sendoure a small but 
prosperous merchant state. Traders making their 
p way through the Chimaeron in Anuire - or 
Rohrmarch in Brechtfir all pass through Sendoure, 
whose residents gladly collect a small tariff. 
However, lean times lie ahead; the growth of the 
- Sphinx's armies has routed trade traffic south, andv 
the Hydra’s agents have agitated tl 
provinces of Tinsouf and Sulaia almost t 
softrobdlionj 

Almost all populati 
aId*K the Asarwc Rive 
’ land together. Many of 
trading camps; even 


po 

centers in Sendoure lie 
the lifeline that ties the 
ese settlements arc rougW 
lOudaia, the capital* still 
lacks walls and a decent government building. It u 
seems dear who has profited from 5ehdoure^ k , 
growth—powerful merchants boast palatial estates 
guarded by fortresslike wails and private armies of 
bodyguards. 













the 

tarvan 

waste 

Alignment: Chaotic evil. 
Status: Not available for PCs. 


ranee 
Agkgcfrj (G/5) 

Dirchc ( 0 /S) 
^K*srr(i/4> 


1 VWTfim 

R4Beifr.i (0/7) 

( niineb < 1/6) 

gPBS W 

The Stone Field (0/5) 
Tawir (0/5) 

'llmtedrif (1/4) 
Zigum (0/5) 


f*aw Temples Guild* Sources 


RU (l) RHA f t) mC (4 H) 

irrm RriArrj /Mem 


SA(1) 
RU(ij 
SA (0) 


SAjl) 
RHA (I) 
SA ( 0\ 


ZMG (1) 


RU (1) RHA (I) — 


AR (7) 
Bed (6) 
Bar (3) 
Har (1) 
Bar(2) 


Abbreviations : Rt7*RashUl min Ui^lirnt (eastern Twvati W**te); 
RHA=Riiging Heart of Avani (Tetra min Uighera): ZMG*ZhiEngc 
Merchant Guild (Aiwan bin Serhouf); BrtrsBarouyfl; AR-Adisrn 
hint Reshoud; SA= Stone (Ghnydaka); f3ed*Bedoureg. 



Provtnces/Holdings: Rule of the Tarvan Waste 
remains contested among several chieftains and war 
leaders. Khinasi herdsmen and humanoid maraud¬ 
ers live here. 

4 Law; A dan chief named Rashid min Uighera 
(MKh; R6; fta. tainted. 11; CC)» leader of the 
Uigher herdsmen, controls the eastern provinces 
of the Waste. 

♦ Temples: The Uigher peoples fellow the priestess 
Sft^Teira in worship of Avani. 

4 Guilds: The Zhainge Merchant Guild, based in 
Mesire, maintains some trading posts along the 
Zhai’nge River* 

4 Sources: Old Barouya controls much 
of the land s magic, but two 
Alianeans hold sources in the 
larvanian Hills* 

Regent: As noted 
above, the Uigher 
chieftain Rashid 
has some 
measure of 

t ; control 


BK 


over 


the river provinces, but most of the Tarvan Waste is 
held by whoever happens to have the most warriors 
there. For example, a powerful gnoll tribe called the 
Stone Axes controls a large part of the Tarvanian 
Hills. They follow' a shaman called Ghuydaka fFM; 
jpf4, gnoli pantheon; CE) and claim Ras Ghineb and 
the Stone Field—plus parts of Raft, where they raid 
back and forth with the Uighers* Its believed that 
Ghuydaka and his gnolls serve the Sphinx. 

Several lesser herder clans and bandit groups 
contest the northern provinces* However* so few 
people Uve there that the area has never seen a bat¬ 
tle larger than a skirmish. Once this region fell 
under the rule of the Kharneghui clan, a prosperous 
group of nomads from Seif el-Avarra in the old 
, domain of Irbouda; however, the Sphinx subjugated 

The^£kflrneghuh many years ago* 

' 

Important NPCs: Teira mia yighcra (FKh ; Pr7, 
Avani; Bj. tainted. 9: LE) is Rashid s cousin and 
chief rival, This fiery priestess intends to lead the 
Uigher tribesmen into greatness. First, she will con¬ 
quer the squabbling chieftains of Tawir, Mesel, ami 
Dirche* Once she holds these lands, she plans to 
storm the Stone Axe strongholds and eradicate the 
gnoll tribe. 

Many of the clan's younger warriors favor Teira's 
militant views, and Rashid often finds himself manip¬ 
ulated by the priestess. He doesn't realize the depth 
of her ambition—she intends to remove him by what¬ 
ever means necessary if he hinders her plans. 

Another important character is Barouya, the ancient 
wizard of the Uighers (MKh; VV9; Vo, tainted, 7; LGJ. 
He avoids most of his tribal fellows, working to counter 
the influence of foreign wizards wanting to extend their 
domains into the Tarvan Waste. This quiet, mysterious 
figure comes and goes without a word. 


Description: The Tarvan Waste contains some of 
Cerilia's least hospitable terrain. Its plains are a dry 
and lifeless wilderness of dust and stone, and water 
remains scarce everywhere, with the exception of 
provinces near the Zhainge. In the initial Basarji 
expansion, this region's obstacles pinned settlers to the 
coastal plains, allowing only the hardiest to claim it. 

Most Tarvan tribesmen spend at least pail of 
their time raiding* Bandits range into Kozlovnyy 
and Aftane, as well as Brecht Rheulgard to the 
norihwe*st. Needless to say, rival bands commonly 
feud with each other, also. The Tarvan Waste is a 
savage and unforgiving place in the best of times. In 
times of drought, it becomes a storm of raids and 
counter-raids. 

Few bordering states Have any imperial ambi¬ 
tions in the Tarvan Waste: The Red Kings and the 
Sphinx already govern enough empty steppe. The 
Vos of Kozlovnyy would like to expand across the 
Zhainge, but they know the Ulgher* will fight to 
stay independent* 






zikctla 


Alignment: Lawful neutral. 
Status: Recommended, 




—♦-- 



Province 

Law 

Temples 

Guilds 

Sources 

Alhaair (2/3) 

OTZ(l) 

ZTA (1) 

GCC (2) 

GT2 (3) 

Azidfl (1/4) 

mzm 

ZTA (1) 

GCC (I) 

JZ(3) 
OTZ (0) 

Dcircd (0/5) 

’— 

“ 

— 

JZ(I) 

052(1) 

el-Farfl (2/5} 

ZTA (2) 

ZIA12) 

I TT (2) 

OTZ (3) 

Ghada (1/4 ) 

ZIA(l) 

ZTA (1) 

ETT (1) 

OTZ (2) 

Hour.m (0/5) 

— 

— 

— 

JZ(4) 

Kboun^d {1/4) 

OTZ(l) 

ZIA (0) 

err (i) 

OTZ (3) 

elTck,tni (2/3 ) 

012 <3) 

ZTA (2) 

GCC (t) 

JZ (2) 

leaned (0/5) 

— 

— 

ETT (0) 

& m 

OTZ (1) 

Turin (3/0) 

ZTA (3)* 

ZTA (3) 

ETT (2)* 


ZikaL* (b/0) 

OTZ,.(3j 
7TA (2) 



OT2(0) 


* Indicates a Holding fortified by a castle. 


Abbreviations: OTZsOmar ihn Tuarim el-Zticf (Zik<ila); 
ZIA-Zikalan Temple of Ay .mi (Sband.ue), CCC^Gold Coast 
Coster (Omadi the Quick); JZ*jivim el-Zisef: ETT-Extraord inary 
Traders of Turin (Yolanda Serif): TAn*Temple of the Ancients 
(Jasmma el-Mesir). 


Provinccs/Holdings: Zikala is traditionally ruled 
by mage-regents known as grand viziers. 


Law: The influential Zikalan Temple of Avani 
challenges the grand viziers control 
Temples: The only temple of note In the land is 
the Zikalan Temple of Avani, 

Guilds: The Gold Coast Coster is prevalent in 
eastern Zikala, but the west falls under the sway 
of the Extraordinary Traders of Turin, controlled 
by Yolanda Serif <FKb ; T2: Re, major 20; N), 
Sources: The grand vizier’s nefarious uncle, Jayim 
el-Zisef, is a more powerful wizard than the ruler 
and holds many sources, too. 


Regent: today, Omar ibn Tuarim eUZisef (MKfer W4; 
An, major ,: 36; CG) rules as Grand Vizier of Zikala, In 
the past, the realm's most powerful wizard always 
took the throne, but once the Zisef family rose to 
power, they never relinquished control Omar though 
a barely competent wizard, is an intelligent young 
man who often leaves affaire of state to lieutenants so 
he can pursue his study of true magic. 

Some consider el-Zisef, so reliant on his advisers, 
a mere puppet 
for his court 
Whatever the 
truth, it is wi 
known that i 
vizier relies mostly on 
the counsel of the ZiLikrif* 


In addition to the priest Nuri min Hour an 
(MKb; Pr3 % Avani; LH) t representing the Exalted 
High Priestess Shandare of the Zikalan Temple, 
the regent also seeks advice from General Ktutsan 
el-Ziscf, The two often give the grand vizier con¬ 
flicting advice. 


I 


Important NPGs: The Exalted High Priestess 
Shandare (FKb; Pr9, Avani; Ba. jjmajor, 39; LN) 
wields great power throughout Zjjcnla. In fact, she 
has a tighter grip on the city of Turin than the 
regent himself. Shandare, a stoqy'matron of middle 
years, has a commanding manned and quick temper, 
This zealot has devoted ^Herself to making Zikala a 
theocracy following AvanL 

The dangerous, scheming* j’riiice Jayim el-Zisef 
(MKh; Wl 1; Vo, major. 26£ NB) plans to depose the , J 
“weak" Omar to return the jgptef family to its former j 
glory. (Truth to tell, Jayim -might hold the recent 
title today, if not for his shameful loss of sayim: pop¬ 
ular rumor claims he hastened his father's death to 
get hte inheritance early;) But General Khasan el- 
Zisef remains doggedfe* devoted to the current 
grand vizier, despite thdffact that the prince is a bet¬ 
ter wizard and more ejiarismatic leader, Jayim s h 
est plot would removjf both the general and pries! 
ess from his path tojjpower* 

Description: Zi kala and Turin were M a set tan 
cities long agod J but few original structure^ 
remain—both wefc destroyed in ancient wars 


4 

Mr 




Jt 



later rebuilt. T|i cities look like typical Khin, 
seaports, thoiqfl! it doesn't take a visitor Ion; 
realize who controls Turin: The priestess’s solders 
templar are erarywhere. 

The nortJbifrn steppes of Zikala seem ^ftfoltfe 
and generally uninhabited. Because theJ5phinxs 
minions frequently hunt this area, mjjit home¬ 
steading efforts have ended in disaster, (general el- 
Zisef is hqflding a system of watchtow^fs and forti¬ 
fied oasejlo base troops here permanently hut has 
only just-begun the project. It s saidjffiat the Sphinx 
feels very unhappy with the generals efforts. 

The Itate remains on decen|ftenns with both 
Ariya #hd Aftane, but secs trouble brewing with 
Bixisada; the western state US|k the Mnura River to 
shipdjvestock downriver from its city of Andujar, 
but Brin taxes Binsadan vessels heavily to drive up 
prints. Some say Zikala maintains a treaf^ith the 


Hajfpy. The re % 
aggr^ssii I 



iBriNlB 








.other domains 


he states appearing on political maps aren't 
the only domains to reckon with tn the 
Plains. This region is home to major reli¬ 
gions, unions of merchants, and tbiges controlling 
th<^ power of the land, This section describes the 
domains of one priest, thief, and wfeard; use them 
as archetypes to help you detail the domains of sim¬ 
ilar MBCs mentioned here only briefly, 


Les m 

_ . 1 M 

I ne Zikalan Temple of Avani is the stmngerfchurch in 
the Plains Stati^ though NasrTs worship through the 
Temple of the Ancients is farther reaching—fer now. 


the ziltalanVemple of avani 


Alignment: lawful neutral. 

Status ymcomm ended. 

Suminry; This anclei^^atipl^-TOl] established in 

is expancUiig into neigl^t>ormg realm* under 


ambitious high priestess* 


Holding 

Loti 

Provinc e/Ra ting$ 

Dnmain/Ruler 

Temple 

2 

Andujar (3/2) 

Bins ada/eb Res hid 

Temple 

l 

Motira (3/2) 

Binsa<k/d-Re*hid 

Temple 

1 

AIh«fr (2/3) 

ZikaWehZfoef 

Temple 

. , 1 

Azida (1/4) 

ZIMrtAZW 

Temple 

2 

d-F«ril (2/5) 

ZlkaWebZisd 

law 

2 

ebFaril (2/5) 

Zikala/el-ZLsef 

Temple 

1 

Ghacb (1/4) 

Zikala/eLZuef 

Law 

J 

Ghada (1/4) 

ZikaWeLZisef 

Temple 

2 

cl-Tchara (2/3) 

ZikaWd-Ziaef 

Temple 

3 

Turin (5/0) 

ZtkaEa/el-Ziscf 

l_aw 

3* 

Turin (.1/0) 

ZikaLa/el-Zlaef 

Temple 

4 

Zikala [m) 

ZJkala/eUZisef 

J*aw 

2 

Zikala (6/0) 

Ztkala/eLZJjtef 


* Indicate* a holding fortified hy a castle. 


Regency Generated/Accumulated: 21/44 RP. 
Treasury: 12 GB, The temple normally collects 
about 13 GB per domain turn. 

Regent: Exalted High Priestess Shandare (FKh; 
Pr9» Ava/ti.* Ba ( major, 39; LN) heads the temple. 
This charismatic, middle-aged woman's matronly 
appearance belies her commanding manner. Her 
blooded Umounzada parents placed her highly in 
the temple at a young age 

Shandare wishes to see the worship of Avani 
under one unified temple—with herself at the head, 
of course. She harbors great resentment toward 
any other sect of Avani and will go to extreme 
lengths to accomplish her goals: these days she's 
plotting a secret alliance between Aftane and 
Zikala to crush Ariya between them. 

Description: The temple has two centers of 
power: the Great Hall in the city-state of Zikala (the 
traditional capital of the faith) and the Sunrise 
Temple in Turin* The Sunrise Temple served as the 
center of Shandare s power before she rose to her 
current position, and she still maintains a palace 
and court there. The temple's formidable Legion of 
the Blessed Warriors of the Sun consists of: 

♦ 4 units of Khinasi spearmen 

♦ 2 units of Khinasi medium cavalry 


Other temples in the Plains (including their total 
holdings in each domain): 


of I 


Cl 




* 


Ariyan Temple of Avani 
(GerjiJ ibn Farid d-Arrasi) 
Rmsadan Temple of Lcira 
(Haawan Mandil) 

Chosen of Khirdat 
(Talif Hcrad) 

Raging Heart of Avani 
(Teira min LTigJiera) 

Sera's Blessing 
(Evcrard von Strhjeiss) 
Stone Axes 
(Ghiiydaka) 

Temple of the Ancients* 
(Jaamina d-Mestr) 


Ariya (9) 


Rinaaria < 13) 
Scndmire (?) 
Aftane (13) 
Ariya (1) 
Tarvan Waste (4) 


Sendonre f 1) 


Tarvan Waste (1) 


♦ Unbraoseu Icmpk of Mrdic 
RbeUerl ^ ><r 

dinge V«Bf ? 


Aftane (5) 
Ariva (3) 
Zikala (2) 
Sendoun? (2) 



















sources 


guilds 

The trade picture in the Plains States is not always 
a pretty one, Honorable guilds such as the Gold 
Coast Coster and Zhai'nge Merchant Guild often 
find their business contained by the underhanded 
Brotherhood of Khet and Ghoudai'a Coster 

the «£old coast coster 


Alignment: Neutral good. 

Status; Recommended. 

Summary: The Gold Coast Coster manages south¬ 
ern coast holdings from Arty a. 


Holding, 

Level 

Provimc/Hitin,. 

Domain/iluler * 

Guild 

3 

Ariya (7/0) 

Ariya/tf-Amsi 

Guild 

1 

Aiidai, (1/4) 

Ariya/ei-Arrasi 

Guild 

2 

Kfcirj (AM) 

Ariyatel-Arowu 

Guild 

1 

Ktmzir (2/3) 

Ariya/el-Amisi 

Guild 

2 

Alhazir (2/3) 

ZikaWet-Zisef 

Guild 

1 

Az4da (1/4) 

Zikah/d-Ziuf 

Guild 

1 

cl-TcKara (2/3) 

ZiLiU/cf-Ziici 

Guild 

2 

ZikaJa (6/0) 

ZikaU/et-Zittf 



--A- 



Regency Generated/Accumulated: 8/10 RF. 
Treasury: 8 GB, The Gold Coast Coster typically 
collects 9 GB per turn. 

Regent: The coster is run by an Ariyan merchant 
named Omadi the Quick (MKh; T6; An , mi nor, 8; 
NG ) t a self-made man who grew up as a guttersnipe 
in the beggar’s quarter Having lived in great pover¬ 
ty, he does what he can to aid those in need. 
Description: The Gold Coast Coster buys local 
valuables and livestock for sale to foreign mer¬ 
chants, Omadi doesn't own a single ship; his cus¬ 
tomers come to him t knowing he can save them the 
trouble of dealing with dozens of individuals. 


Other guilds of the Plains States (including their 
total holdings in each domain): 



♦ Brotherhood of Khet 
| Tunyc min Saida) 

♦ Extraordinary Traders of Turin 
(Yolanda Serif) 

♦ Ghoudata Coster 
{Helmut Gruber) 

♦ Regent of Ariya 

(Gcrad ibn Farid c UArras i) 

♦ Sac re Consortium 
{Delia of Coeranys) 

♦ The Sphinx 

(The khourseti alif) 

♦ ZhaYngc Merchant Guild 4 
(Aswan bin Serhouf) 


Aftane (10) 
Ariya (6) 
Biiuada (4) 
ZikaL. (6) 
Sendoure (10) 
The Sphinx (1) 
Ariya (1) 

Binsada (8) 

The Sphinx (0) 

Aftane { 6 } 
Taran Waste ( 3 ) 


The Plains States' nine active wiz¬ 
ards create a diverse wealth of 
magical activity in this region of 
KhinmsL 


adorn bint neshoud 


Alignment; Lawful neutral. 

Status: Recommended, 

Summary; Adara bint Reshoud 
(FKh; W8; Vo, major, 22; IN) is a pow- 
erfid and subtle mage from the city-state 
of Shoufal in Aftane. 




Holding Lewi 

Source 3 

Source 3 

Source 2 

Source 0 

Source 4 

Source 7 


Provi ac e/Ra tings 
Dourat (0/5) 

Jeifel U/4) 

Seidre (1/5) 
Shoufal ( 3 / 0 ) 
Meid Tarvaj {1/4) 
Raa Bedra (0f7) 


Do main/Rufer 
Afune/Rtd Kings 

Aftane/Red King* 
Afune/Red Kings 
AfLmc/Red Kings 
The SphiifctfSphin* 
Tarvan Waite/UigberP 


♦ 

Regency Gene rat ed/Acc umulated: 19/30 RP 
Treasury: 2 GB, Adara must use her personal 
wealth to fund many domain actions. 

Regent: Bom 50 years ago, Adara bint Reshoud 
grew up in a privileged ajazada family. This intelli¬ 
gent and persistent girl became fascinated by magic 
and eagerly learned all she could. She adventured 
throughout Cerilia before returning to Shoufal* 
Description: Adara learned elven lore in 
Siellaghriod in Ami ire. On returning to Shoufal, she 
used her knowledge of standing stones and the 
land's power to create a network of ley lines cen¬ 
tered on her tower. Adapting the elven sorcery to 
the barren Tarvan Waste took years of effort, but 
she has discovered this arid terrain’s unique power. 


Other wizards of the Plains (including their total 
holdings in each domain): 


♦ 

♦ Barouya 

♦ Bedoureg 

♦ Emir of Sendoure 

{Beysim ibn Faroud cl-Puatim) 

♦ Jayim el-Zticf 

♦ Grand Vizier of ZikaU 
(Omar ibn Ttiarim et-Ziwf) 

♦ Court Mxgc of Ariya 
{Rahil the Falcon) 

♦ The Red Witch 

(Contract bint RiEni) 

♦ The Sphinx 


Tarvan Wute (14) 
Aftane (12) 
Tarvan Waite (6) 
Sendoure (11) 

ZiluMU) 

Zikate (13) 

Aftane (5) 
Ariya {16) 
Binsada (24) 

The Sphinx (28) 


AJjo in the Zhaingc Valley, 














“Then* amid the white snows and barren peaks, / spied 
great gray ramparts and gleaming golden domes—‘the 
city of Medeci. fortress of Medec and guardian of the 
north. Her walk rose tall and strong, and her towers 
soared into the sky like white swam taking wingAt 
fbaf moment 1 thought, ‘Surety, this is the strongest and 
most beautiful city raised by man . It shall never fall ' 
‘How could I have known that one year later, when 
l stood in the same spot and gazed upon Medeci s wait 
again* the city would be nothing more than a smoking 
min? l&f if came to pass* and the uncouth Vos put all 
ofMedeci's proud knights and beautiful ladies to the 
sward , / wept at the right of her shattered walk. 0 

—Shaiwal ibn Nari, in Iravels of a Pilgrim 


B 


etween the western plains and the 
mountains and forests of the east lies 
the great valley of the ZhaYnge, the 
mightiest river of Khinasi. It descends from 
snowbound High Vosgaard, wind¬ 
ing along the foothills of the 
Rhuannadaraight and Docandragh 
forests through a rich land of gen¬ 
tle Kills and fair w ooded glades. 

The cold, swift stream of the 
Zhalnge serves as a road from the 
heart of Cerilia into the warm southern seas. 
Traders and travelers know it well* 

Once these lands were densely populated, 
and many bright and strong realms lay along the 
valley At the height of Khinasi power* about 
600 years ago, the Zhai'nge was home to five powerful 
kingdoms; Aftane, Sefra, Mesire, Medec, and Djira, 
Of these, only Aftane and Mesire still stand* 

Sefra was the first to fall. Tom apart by civil war, it 
proved easy prey for an army of Vos raiders, who took 
the city unawares after circling the riven wood called 
Innishiere. The Vos put thousands to the sword and 
took as many back to Vosgaard as slaves. Thus, the 
Sefram vanished into history. Today, the nomads of 
the Tarvan Waste camp in the old city s ruins. 

For a millennium, the great northern city of 
Medeci stood as a bulwark against the Vos, keeping 
the barbarians north of the Zhainge. The realm 
weathered invasion after invasion, but 330 
years ago the savages slew the last 
.sultan and took Medeci. The 
rest of the state of Medec 
fell quickly, and the con¬ 
quering Vos occupied 
the land* The 
domain, now 
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called Kozlovnyy, takes as its capital the Vos city of 
Aziev, which stands on the ruins of bright Medeci, 
Djira was conquered by a Djafran-Aftane an 
alliance more than a century ago. However, the allies 
fought over who would control the subjugated king¬ 
dom, provoking decades of bitter warfare and an 
eventual takeover by the fierce bands of gnolls of the 
Black Spear Tribes. The Basilisk, roaming parts of the 
war-tom state for some 200 years, had already 
reduced Djira to a mere shell of a realm. 

Now, the Zha'tnge Valley is a region slipping back 
into anarchy. Each year, more fields go untended, 
and more homesteads lay abandoned. The wild lands 
have become unsafe for travelers. Aftane has turned 
its attention %vest, giving up the dream of restoring 
order, and Mesire has its hands full fighting off the 

gnolfe of the Black 
Spear Tribes and'the 
ambitious rulers of 
Djafra. In the north, the 
Vos of 
Kozlovnyy, 
strongly 
influenced by 
thdr contact 
with die 
Khinasi. are 
creating a strong and 
vital young state. Even 
though darkness has 
fallen over much of this 
region, hope remains for 
peace and prosperity. 

innishiere 

T he strongest elven realm In Khinasi is the 
forest kingdom of Innishiere, along the 
Zhainge just north of the Tarvan Waste, 
Innishiere's elves have resisted all human encroach¬ 
ment fiercely since the days of the Masetians. In 
ancient times, they fought bitter wars against the 
human warriors of Sefra and Medeci. Now, for 
decades, none of the neighboring realms have had 
any contact with the elves. Some people say that a 
great evil has overtaken the forest, stilling the elven 
harps forever. Others say the elves remain, watching 
and waiting. Whatever the truth, it's well known 
that those who enter the forest never return. 
Traders avoid taking vessels down the Zhainge 
where it passes through Innishiere, 
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mesire, 

the di rewood 


Alignment: Neutral good. 
Status: Recommended. 



Regency Gene rated/Ac cumulated; 26/40 RP. 
Treasury; Mesire's treasury has been depleted to a 
mere 4 GB by the state's army. Typically, the realm 
generates % GB per domain turn. 

Army? The emir frequently uses his sorcery' or per¬ 
sonal wealth to maintain the state’s armed forces: 

♦ 2 units of Khinasi archers 

♦ 1 unit of Khinasi medium cavalry 
Navy: 2 zebecs, 3 dhouras 


Province Law Temples Guild* Scarce* 

MeflEre{5/0) YRM (3) # TAn (4) ZMG (5) YRM (0) 

Red 0 J FDA (1) 

Noma! (OT) YRM (2) TAn (3} — YHM (2) 

* Indicate) a holding fortified by a caftlc. 

Abbreviations; YHNfo Yousef ifati Kcghil cl-Meiir (Mesire); 
f XAn*Tcmple of the Aik tarts (Jutnina^Mesir^ ZMGaZhalngp 
Merchant Guild (Aswan bin Serhvun; Red = Red Kin^ (Aftancj; 
FDA-Fiery Dawn of Avani ffihal e!-Arrat). 


Provmces/Holdlngs; The domain of Mesire 
includes only two provinces, one of which contains 
the city-state of Mesire, The emir, a skilled mage, 
controls sources in his own state and in the wild 
Dire wood and Black Spear Tribe land to the north 
as well. 

♦ Law: The emir maintains a strong hold on Mesire 
itself, but agents loyal to the Red King of Adaba 
in Aftane across the Zhainge always work to 
weaken his rule. The folk of Namal remain veiy 
loyal to their emir, since royal soldiers frequent¬ 
ly defend them from humanoid raids. 

♦ Temples.- As home to the Great Citadel of the 
Temple of the Ancients, Mesire endorses the 
widespread worship of the sea goddess Nasri 
under the guidance of Matriarch Jasmina el- 
Mesir (FKh; Pr7 t Nasri; Br, minor, 17; NG). The 
Fiery Dawn of Avani, popular in Djafra to the 
east, has a smaller following. 

♦ Guilds: The powerful Zhainge Merchant Guild 
centers its operations in the city-state of Mesire, 
Under the leadership of Aswan bin Serhouf 
(MKh; T5; Br, minor, 15; NG) it completely dom¬ 
inates the areas trade. 

♦ Sources; As noted above, the Emir of Mesire con¬ 

trols the state's magic, 
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Regent: The wizard Yousef ibn Reghd el-Mesir 
(MKh: WS; Br, major ; 26 ; CC!J rules Mesire, as his 
family has since the city-state's founding; the 
ancient prince Faroud el-Me s ir was one of the 
heroes of Deismaar. The tall, thin regent has a 
hatchetlike face and a piercing gaze; the old man 
rarely smiles and has never been known to laugh. 
He lost his beloved wife Iselda to a cult’s assassin 
nine years ago and has dedicated himself to a secret 
war against the Brotherhood of Khet ever since. 

♦ Lieutenants: The emir leaves much routine govern¬ 
ment business to his secretary of police, Karida 
bint Deila (FKh; T4t LN)* This young, attractive 
woman projects a brisk and efficient manner. El- 
Mesir originally appointed her as a political favor 
to her ajazada family but her keen intelligence and 
ability have made her indispensable. 

The emir also places a great deal of trust in his 
nephew, Adan eb Mesir (MKh; F5; Br, faulted, 9; 
LG), the high captain of Mesire's army Adan 
spends a great deal of time in the field with his 
troops, defending Mesire’s borders against the 
evil humanoids who threaten the city. 

Important NPCs: Recently, a huge, blond free¬ 
booter named Olaf Sturviksson fA/Kj; F 7; Re* minor, 
ij; CN| showed up In Mesire to find adventure. 
Trouble seems to follow the north man everywhere 
he goes: Since arriving, he's gotten himself involved 
in five brawls, two duets, a burglary, and a small riot. 
This simple fellow, in search of glory' and fortune, 
doesn’t know that the amulet he carries as his 
"lucky charm" ts a magical item the Serpent has 
ordered his agents to recover at any cost. 

Description: Mesire* a green and fair country* 
boasts plentiful rainfall in winter and spring and 
sunshine year-round* Locals plant the plains sur¬ 
rounding the city with cane, rice* and orchards. It's 
a sad comment on the state of affairs in Gerilia that 
these friendly and hospitable people are coming to 
value a sword more than a song, and the emir's 
troops vigorously patrol the countryside even in 
sight of Mesire s walls. 

♦ Capital: Overlooking the mouth of the Zhainge, 
Mesire is a city of meandering canals and fra¬ 
grant orchards. Its walls seem old and in need of 

repair The strongest fortress in the land is the 
Azeda eLBahire: the White Rock, which sits 
on an island in the Zhainge, 






The Mesir family rules from the ancient 
Palace of Brilliant Stars in a canal-circled islet in 
the city’s center. This opulent palace, considered 
one of the most beautiful buildings in Khinasi, 
attracts diplomats from ail neighboring states to 
its shining halls. 

Trade goads: Like the other states of the southern 
Sun Coast. Mesire imports timber, ores, and 
other unfinished materials. In this center of 
Zhainge commerce, merchants along Mesire's 
docks trade northern timber and furs for silk, 
spice, and steel 


Allies: The Mcsirs and the Arrasis of Ariya have 
been friends for centuries. Mesire tries to maintain 
a cool neutrality toward the Red Kings of Aftane, 
but the instability of that realm drives Mestre ever 
closer to ihe lord of Ariya. 


Enemies: Mesire finds itself harassed constantly by 
Black Spear raiders. Hundreds of Mesirean soldiers 
die on the northern marches every year, and there's 
no sign of relief in sight. The ambitious ajazada of 
Djafra to the east constitute another threat—they 
wish to see their standard flying along the banks of 
the ZhaVnge. 


the di rewood 


Northeast of Mesire lies the wild forest known as 
the Direwood, a place of lurking evil and quick 
death. The wood has had a bad name since the elves 
ruled Cerilia, but in the last century its reputation 
has grown much worse. 

Some speculate that a wizard of fallen Djira sum* 
moned a fiend to fight off the Djafran armies invad¬ 
ing his home some hundred years past, then lost 
control of the creature. After slaying its master, it 
stormed the wood and made its lair there, bending 
the trolls and fell woodland creatures to its will. In 
any case, today all know that some malign entity 
rules the Direwood. 
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the basilisk 


Alignment: Neutral evil. 
Status: Not available for PCs, 



Province Law Temples Guilds Sources 

d-Besrff/OJ — — DB (tj — 

Broken Hills (I/O) ZG (E) — ZG (1) — 

Bmkendalc (0/0) —* — » — 


Abbreviations: DB=thr Darkblades (Kalitah Sun-Eyes); ZGsthe 
Zhaingc Giants (Cbaugh). 


♦ 


Provinces/Holdings: Only the most desperate 
humanoids and outlaws inhabit the Basilisk's poi¬ 
soned land. The awnshegh dwells in Broken dale but 
roams the other provinces, too, 

♦ Law: Few regents could ever bring much order to 
this near lawless territory* 

♦ Temples; None, 

♦ Gmids: The outlaw' band called the Darkblades 
and the giants of the ZhaTnge Valley protect their 
interests. 

♦ Sources: The presence of the inherently noxious 
Basilisk has corrupted the natural flow of magic; 
this dead terrain can't power realm spells. 



Regent: The bestial Basilisk (MAw; W16; Az i major, 
48; NE\ may not hold law in its blasted domain, but 
it remains the uncontested ruler through fear alone. 

Cerilians know little of this abomination. Varied 
rumors attempt to explain its origin: most draw' a 
connection between the creature and Malik el-Badr, 
the sorcerer who last ruled the area, when people 
still considered it part of Djira, Whether the 
Basilisk is his creation, a horror he called from the 
nether regions, or even the prince himself, no one 
can say. 

Locals describe the Basilisk as a man-sized crea- 
iron scales. One can detect its caustic 
away; its stench lingers for weeks, The 
slay with a glance, and tales claim its 
venom destroys anything it touches* The Basilisk has 
followers, 


Important NPCss A band of outlaws 
known as the Darkblades has estab¬ 
lished a lair in el-Besr. Unlike 
the other brigands and 
raiders scattered through 
the Basilisk's domain, 
Darkblades are 


exiles from their native Aftane* Their leader. Kalilah 
Sun-Eyes (FKh ; MS; Br, minor, 15; CG ), calls herself 
the daughter of the deposed sultan of Aftane and 
heir to the Lion Throne. This skilled magician pos¬ 
sesses a hard, unforgiving manner and has guided 
her band well since they arrived in their new hide¬ 
out. So far, the Basilisk hasn't troubled them; many 
Darkblades wonder whether their leader's enchant¬ 
ments have charmed the monster. 

Description: Once this area was part of the 
Kfainasi domain of Djira, a green and fair range of 
hills overlooking the Zhatnge. (See page 31 for 
more on Djira.) The Basilisk's coming changed the 
land forever. Whenthe awnshegh appeared four 
centuries ago t it demolished the towns and palaces 
of the Djirans. Hundreds of people died from its 
poisonous gaze and. after several failed attempts 
to kill the creature, nearly all residents abandoned 
the region. 

Now the Basilisk's domain remains a scarred 
wasteland. The beasts innate toxicity has fouled 
great parcels of land permanently; the foliage looks 
blackened and dead, all normal animals have fied t 
and the springs flow with deadly poison. Visitors to 
the realm should bring food and water, as even the 
smallest taint of the Basilisk can kill in moments* 

Ruined towns and crumbling castles lie scat¬ 
tered throughout the countryside* long aban¬ 
doned. Brazen looters from surrounding states 
have picked many of these ruins dean, though 
many never made it out of the awnshegh's realm 
with their riches, Locals whisper of treasure vaults 
resting untouched beneath the ruins of the Golden 
Horn* a great fortress overlooking the Zhatnge, 
However, beware—the Basilisk spends a great deal 
of time there. 

The Broken Hills are home to a strong dan of hill 
giants living in a stockade under the leadership of 
their chieftain, Chaugh (MM; F2; CE). 
Occasionally they trade with adventurous river mer¬ 
chants who call on them, exchanging their livestock 
for various tools or trinkets. They've also been 
known to raid southern Kozlov provinces* 

For years, the Basilisk has repeatedly stolen and 
devoured the giants* cattle and sheep, and several of 
the tribe's youths have died trying to slay the beast. 
Now, when they catch wind of the Basilisk, the 
giants simply drive their herds into the stockade 
and wait. 








black 

spear 

tribes, 


powers and options as a ruler, {Typically, he 
can take only one action per domain turn*) He 
also finds his hands tied by his own agents—the 
savage, chaotic gnolls of the Black Spear, El- 
Shdghul has spent more time forcing the gnolls 
to get along with each other than he has in using 
them to launch any serious offensives. 



djiro 


Alignment; Chaotic evil. 
Status; Not available for PCs. 


Province 
Alarm (2/3) 
Darkgaic (2/7) 
Djira (2/5) 
Hamellfn (1/4) 
Meid Assada (1/6) 
el-Qadr (2/3) 
Assad (0/7) 
i Us Ghul ( 4 / 5 ) 
Selria (1/4) 


Law Temples 

Sh (2) - 

Sh (2J — 

GZT (0) — 

Sh(l) 

GZT (0) - 

GZT (1) — 

GZT (0) — 

SM4P - 
Sh(l) * 


Guilds 

Source, 

Grd (0) 

Sh (3) 

Grd(I) 

YRM (5) 

— 

YRM (5) 


YRM |3| 

Grd(t 

Sh (3) 

-) 

YRM (5) 

Grd (2) 

ShM> 

— 

Sh (3) 


* Indicates a bolding fortified by a castle. 


Abbreviations t 5b*d-5licightil {Black Spear Tribes): Grd*Gradny 
Coster (Halimah eUNasib); YRM-rVmutcf ibri Kcghil eLMesir 
(Mesire); GZT=Garak zu! Twbun. 


-4- 

Provinces/Holdings: The Black Spear Tribes, a 

nation of gnolls, roam the ruins of Djira. They fol¬ 
low the warlord el-Sheightth Lord of Ghouls. 

♦ Law: From his dark citadel of Ras Ghul, el- 
SheighOl maintains an iron grip on the tribes 
near his center of power. 

♦ Temples: The gnolls* worship of their pantheon 
remains too unorganized to support temple 
holdings, 

♦ Guilds: The Gradny Coster of Kozlovnyy main¬ 
tains covert contact with el-Sheighttl, but no one 
else has had much mercantile success here. 

♦ Sources ; El-Sheightil, a powerful sorcerer, quick¬ 
ly corrupted the lands around his citadel, but 
Yousef el-Mesir of Mesire still controls sources 
of the southern lulls. 


Regent: El-SheighUl (MKh; W19; unknown blood¬ 
line; LE) is believed to be an evil human sorcerer of 
exceptional skill—at least, that's how most of his 
neighbors treat him, 

Unfortunately, el-Sheightlt poses far more of a 
threat than most Khinasi know. He is one of the Lost: 
ancient undead sorcerer lords of surpassing strength 
who stood by Azmi's side in the centuries before 
Detsmaar, El-SheighCll conceals his true nature for 
now, while pursuing his secret designs, 

Though eUSheighul claims the entire 
Black Spear region as his domain (calling it 
KftmaJ-gimf, the land of the ghoul), his bond with 
the Shadow- World hinders him. He can appear only 
briefly on this side of the shadows, which limits his 


Important NPCs: Garak zul Turbun (MM; F9; Az, 
minor ; 12; CE ), Great Yhan and chieftain of the Black 
Spear Tribes, actually believes himself the ruler of 
these provinces. Of course, he’s merely a puppet for 
el-Sheighill and always ends up doing as the sorcerer 
wishes. As a vassal of el-Sheightll* Turbun holds the 
southern provinces in the overlord's name and 
donates alt his regency to the ghoul lord. 


Description; The first of the Black Spear Tribes 
came to this area more than 100 years ago as 
marauders and scouts for the armies of Aftane. 
With fire and sword, they laid waste to what was left 
of the state of Djira after the Basilisks rampages. 
Other gnoll bands followed the rumors of loot to 
join their kinsmen. During most of the last century, 
Djira has been occupied by bands of looters, gar¬ 
risons of Aftanean and Djafran troops* and Djiran 
loyalists still hoping to free their land. 

About 20 years ago, the gnolls organized and 
drove the garrisons out of "their" realm. In this 
effort, Khinasi saw the first influence of ebShetghill, 
who used his sorcery to fuse the feuding bands into 
a single army. Under his direction, the gnolls also 
have attacked Mesire and Djafra, However, the 
mage's need to return to the Shadow World prevents 
him from exploiting these victories; the moment be 
leaves Cerilia, the gnolls renew their squabble^ 

El-Sheighul took as his fortress the sinister cas¬ 
tle Ras Ghul, built on a barren hilltop. Some orog 
warriors serve the wizard there, but never range far, 
As Ras Ghul s reputation as a place of evil grows^ so 
does neighbors' fear of the ghoul lord's power, ^ 


djira 


The ruins of 
waters of the 
in battle mon 
demolished its 
city again, but it 
Gnolls now occupy 
the extensive 
ruins, and the 
Great Yhan 
holds court 
there. 









innishiere 

Alignment: Chaotic neutral 
Status: Recommended (elf domain)* 

- 


Province 

Law 

Temples 

Guild, 

Source* 

Adwyth TaLLigh (5/4) 

R*>y (3)* 

— 

Rhy (2)* 

Nio(4) 

Cwrnb Daghra (1/6) 

— 

— 

Rhy (0) 

Nio(5) 

Cwmb Mawr (2/3} 

*— 

— 

R*>y (l) 

Nio(3) 
Ail (1) 

Dark hollow (0/7) 


— 

— 

Nio(4) 
Fin (2) 

Magfrabhie (1/6) 

— 

— 

Rhy (0) 

Fin (4) 

North Deep* (1/6) 

■— 

— 

— 

Ail (5) 
Fin (2) 

Siieve $jona (2/5) 

— 

— 

Rhy (2) 

AH (4) 

South Deep it (U6J 


— 

Rhy (1) 

Afl (4) 
Nio (2) 


* Indicates a holding fortified by a castle 


Abb reflations; Rhy=Rhynnwyd 
Ai]=Ailem: Fm-Futn. 


{Inmsh ierc); Nto«Niobhe; 


Provmces/Holdmgsi A strong nation of elves holds 
the forest of Innishiere on the Zhainges west 
branch, defending their homeland by stealth and 
ambush* They suffer no intruders to live once they 
in the shadow of the woods. 

The ruler of Innishiere's elves is the faerie 
King Rhynnwyd frin-NOOD). As elven nature 
does not embrace an apparatus of government, 
Rhynnwyd controls a taw holding only in his 
ft ^ourtj province. His people still follow his orders 
wi th out hesitation * 

♦ Tempos: None, 

+ Guild.*;: Rhynnwyd's guild holdings represent 
contact with treants, rangers, and other wood- 
[and defenders. They provide him no income — 
these elves care little for business, 
ounces; Several elf mages loyal to Rhynnwyd 
% 'iTiare Inn ishic re's sources. The most powerful of 
v - these is the king's sister, Princess Niobhe, 


* m 


Regent; The forest blight Rhynnwyd 
(ME; $13; Re, major* 29; C N) possess- 
es a mercurial temperament* Though 
capable of great compassion 
and courtesy he is 
also cursed with 
a warriors 
temper—he 
grows enraged 
at even 
inadvertent 
remarks. 


This tall, powerful¬ 
ly built elf has eyes 
that flash like fire 
when he's angry" he 
tends to behave much 
more physically and 
directly than many of his 
kind Some of his subjects, 
whispering, call his behavior 
"almost human"—a comment that would send 
Rhynnwyd into a towering rage. 

This knight inherited rule from his father 
Rhuobhan, a Deismaar veteran who died 600 years 
ago defending the wood from the Vos. 

Important NPCs: The princess Niobhe (FE; Wll ; 
Re, major, 21; CGJ serves as the power behind 
Rhynnwyd s throne. She often intervenes to calm 
her brother when his temper gets the better of him* 
and she counsels him with patience and compas¬ 
sion. By Rhynnwyd s law, any human who sets foot 
in the forest must be slain* but Niobhe has per¬ 
suaded him to bend that rule from time to time. 

The princess wields respected powers of sorcery: 
Her spells often prove the elven realm's first line of 
defense against invasion* She has perfected a modi¬ 
fied version of the warding realm spell* which con¬ 
fuses intruders by creating trackless paths in the 
forest's borders without affecting any of the native 
creatures, including elves. With the help of other elf 
mages, including Finn (ME; W4; Vo, minor, 12; N) 
and Aitein fFE; W5; Br* tainted, 5 ; N), she wards the 
entire domain this way. 

Description: The forest of Innishiere may be the 
most breathtaking in all Cerilia* It is home to the 
great taltaghbban (tab-LAY-van) trees, whh silver 
birchlike trunks and leaves of green and gold* Little 
underbrush grows in the forest, so from a mile or 
two away* the wood becomes a white-pill a red cathe¬ 
dral of warm, green light. 

Elves have lived in this wood for many thousands 
of years — in fact, Innishiere numbers among the 
oldest domains in Cerilia. Deep in the green hills of 
the forest's heart hides a strong elven keep of 
gleaming stone and glass—one of the few remaining 
elven cities predating mankind's invasion of Cerilia* 
This is the city of Adwyth Tallagh (a-dootk iah-LAY) t 
the capital of Innishiere* Three-quarters of the 
realm's inhabitants call this fortress home, although 
it's not unusual for about half of them to be wan¬ 
dering the forest at any given time. 

King Rhynnwyd's court includes more than 100 elf 
knights, whose steeds have the enchanted power of 
flight The king and his knights often patrol the forests 
borders (and the sides above) in search of encroaching 
evil, although they never show themselves outside 
Innishiere. The king declared this restriction 
decades ago on the advice of his sister to avoid 
strife between elves and their human neighbors. 







kozlovnyy 

Alignment: Chaotic good. 
Status: Recommended* 

- ♦ — 


Province 

Law 

Temples 

Guilds 

Sources 

Aiicv (4/3) 

VN 

(2) 

TM (4) 

NTG (3)* 

Swa 

0) 

Dansk (1/6) 

— 


TM (1) 

NTG (1) 

Swa 

(2) 

Dwarfs Deeping (1/5) 

— 


FDA (I) 

Grd(I) 

— 


Dzernin (2/5) 

VN 

(1) 

FDA(1) 

Grd(l) 

— 


Fores tmarch (2/3) 

VN 

(U 

TM (2) 

Grd (2) 

Swa 

U) 

Gradny (4/3 ) 

VN 

(2) 

TM (2) 

Grd (3)* 

— 


Higfrval* (2/5) 

VN 

ID 

FDA (2) 

Grd (1) 



Movers k (0/7) 

— 


— 

— 



Novgorik (2/3) 

VN 

0) 

FDA (2) 

Grd (2) 

— 


Has Mededn (1/6) 

— 


FDA (1) 

NTG (1) 

— 


Sovradalov (2/5) 

VN 

0) 

TM (2) 

NTG {2} 

Swa 

(2) 

The Swanwood (0/7) 

— 


— 

— 

Swa 

(7) 

Tarvonyy (1/4) 

— 


TM (1) 

Grd (1) 

Swa 

(1) 

T&ongya Vale (3/2) 

VN 

(1) 

TM (3) 

NTG (3) 

Swa 

(1) 


* Indicate* a holding fortified by a castle. 


Abbreviations; VN ■Vladimir Nikailov (Kodovnyy); TM-Temple of 
Might {Chemevik}; NTG»Northem Traders Guild (Sacha Kaptrev); 
Swa-the Swan Mage (Marya Nivemny); FDA=*Fiery Dawn of Avani 
(Jihd d-Arrat); Grd*Gradny Coster (Halimah eLNasib). 



Provtnces/Hold ings: Once the Khinasi state of 
Medec t this realm was overrun by Vos invaders 
more than three centuries ago* However, many 
Khinasi customs and laws survived the conquest 
and have influenced the Vos who now rule, 

♦ Law: The baron rules with an easy hand, despite 
having only minimal law holdings; his boyars, or 
lesser nobles, administer their own lands, Vos 
society traditionally places great value on the 
individual's right to act if wronged, so feuds and 
duels remain common despite the baron's efforts 
to outlaw them. 

♦ Temp fe s: The bitter rivalry between the outlawed 
Temple of Might {the faithful of Belinik and 
Kriesha, traditional gods of the Vos) and the wor* 
ship of Avani divides the Vos nobles and 
frccsteaders from the Khinasi townsfolk in 
Kozlovnyy and could lead to bloodshed, 

♦ Guilds; Nowhere in Kozlovnyy can one see the 
Khinasi influence better than in economic mat¬ 
ters. The Northern Traders Guild and the 
Gradny Coster carefully maneuver to dominate 
the kingdom's abundant resources* 

♦ Sources: The baron has forbidden the practice of 
wizardry, but the powerful Swan Mage (FV; W16; 
Vo, major, 27; LG) controls several sources sur¬ 
rounding the enchanted Swanwood. 


Regent; The brash young baron, Vladimir Nikailov 
(MM F3; An t major, 27; CG) leads Kozlovnyy with 
strong opinions and a blunt manner—a combination 
that often makes him act before thinking* Despite 
this fault, the ruler genuinely cares about his sub¬ 
jects and is quickly gaining their loyalty and love* 
(He has ruled only a few years.) A towering, thick¬ 
muscled giant, Nikailov enjoys the reputation of 
being the strongest man in all of Kozlovnyy. 

The baron is the descendant of Igor Nikailov, the 
Vos warlord who led the final battle against Medeci 
328 years ago, Igor Nikailov always resented the 
evil influence of the priests of Belinik and Kriesha 
among his warriors, so he outlawed the worship of 
the two evil gods in his new state. Continuing the 
tradition, Vladimir Nikailov worships Avani and 
maneuvers against the outlaw High Priest 
Chemevik. 

Important NPCs: Halimah el-Nasib (FKh; T5; Vo, 
minor, 12: NJ, perhaps the single most influential 
merchant of the domain, runs the Gradny Coster, 
This handsome woman in her early sixties has a 
light step and boundless energy. Her family lost 
almost everything they owned in the initial Vos 
occupation of Medeci, but her grandfather and 
father gradually rebuilt their business interests. 
Now eUNasib has brought the coster back to the 
level of her family's lost merchant domain. Her chief 
opponent is the Vos Sacha Kaptrev (MV; T3; Br, 
major, 25: CG) of the Northern Traders Guild* 

The most dangerous man of Kozlovnyy, the High 
Priest Chemevik (MV; Prll f Belinik; Ax, major ; 25; 
CE) t leads the underground Temple of Might, The 
priest plots to one day make Kozlovnyy a “true" Vos 
kingdom* 

Description: This young land on the western slopes 
of the Rhuannadaraight forest possesses a great 
potential for growth and expansion. Kozlovnyy rep¬ 
resents a remarkable example of how contact with a 
more developed culture can enlighten and elevate a 
barbaric people without removing the values and 
vigor that define them. 

Unfortunately, Kozlovnyy finds itself surrounded 
by enemies. Even the Vos of neighboring Molochcv 
consider it a kingdom of weaklings; border skir¬ 
mishes crop up often* 









other domains 

u 

temples 


nlike the more civilized areas of the Plains 
states or the Docandragh, the Zhainge 
Valley boasts only two human domains* 


The dearth of churches in the Zhainge Valley 
reflects the region's largely nonhuman population. 


the temple of the ancients 


Alignment: Neutral good. 

Status: Recommended. 

Summary; Dedicated to the worship of the sea god¬ 
dess Nasri (Nesirie to the Amiireans), the Temple of 
the Ancients is a minor faith centered in Mesire, 




—^w 


Bolding 

Revel 

PtpviniWRjtmp 

Domain/Ruler 

Ample 

4 

AdaK) <4/l)> 

Aftanc/Rcd King* 

Temple 

1, 

Fan Zhafnge (3/3) 

AJhme/Rcd King* 

Tempi l 

2 

Aiiy j (5/0) 

Ariya/ekArrasi 

Temple 

I 

Azlda* (1/4) 

Ariya/ckArrasi 

Temple 

4 y 

Mesire (5/ljj 

Mea ire/e l-Mesir 

Temple 

2 

Namal (3/2) 

Mcsbt/ci*M«ir 

Temple 

2 

Zikala (6/0) 

ZilttiU/ekZisef 



A 



JWMX j 4i. £$ 

▼ 



Regency Ge nerat ed/Aec mutilated: 16/26 RP. 
Treasury: 6 GB* The temple normally collects 
about 11 pB per domain turn* 

Regent: Matriarch jasmina el-Mestr fFKfe; Fr7. 
fiasri; Br.gittHor, 17; NGjft the Speaker of the Great 
Citadel, heads the temple. This cousin of Metre's 
cmir joined the temple 10 years ago to avoid an 
arranged marriage. The intelligent and reserved 
woman has flourished as a priestess of Nasri aj^d 
came to lead the temple two year# ago in the elec¬ 
tions that followed the previous matriarch's passing. 
Most think Jasmina el-Mesir unusually young for 
the position. 

Description: In addition to venerating Nasri, the 
Temple of the Ancients preserves the memory of the 
vanished Masetian**, once also followers of the sea 
"goddess. The priests keep Masetian alive as a spo¬ 
ken tongue and protect many Masetian artifacts 
(some powerful magical items) in temple vaults. 



1 


This faith proves very popular with seafarers and 
traders all along the coastline. The hulk of its hold¬ 
ings lie outside the Zhainge Valley, but Jasmina cl- 
Mesir holds court in Mesire in the Great Citadel, 
the heart of the faith. 


Other temples in the Zhainge Valley (including 
their total holdings in each domain): 


* Piety Dawn of Avani* 

— 1 W - 

Kodovnyy (7) 

(Jihal ekArrat) 


Mesire (i) 

♦ Temple of Might 


Ko/lovnvy {IS) 

(Chcmevik) 

* AUo in the Docdtidragh 

A 



guilds, 


The guilds of the Zhainge Valley remain fairly insu¬ 
lar. In fact, only the Gradny Coster and the Zhainge 
Merchant Guild operate outside their home states. 


the zhainge mereliant oniiUI 


Alignment: Neutral. 

Status: Recommended* 

Summary: Operating in Mesire, Aftanc, and other 
settlements along the Sower Zhainge, the Zh.i 
Merchant Guild is a j union of merchants in 
major Sties. 



Holding 

Guild 

[Guild 

Guild 

Guild 

i r* Guild 

Guild 
7 1 juiid 


(>evcl 

3 

2 

l 

5 
3 
1 
. 1 


Guild l 


Province/Rrtl in gi 
Adah a 44/i) 

Afun* $/$) 

Fura Xhamgc (2/3) 
Me*ire (5/0) 
Nam.il (3/2) 
tl-Kesirfl/4) 

Rfrfr (1/4) 

4aWw 


Dornaiin/Rijlcr 
Afune/RecJ Kings 
Aftkine/Rcd Kings 
Aitanl/Ktd {tings 
Mcsire/el-Mesit 
Mesiic/el-htasir J 
Tsn*4n wisic/Uigherii 
Taoati WauiyUigbura 
Tanan \\^ic/L r ighcr*u 


t 


Regency Gen era ted/Ac cumulated: 15/20 RP, 
Treasury? 12 GB, The guild normally collects about 
12 more GB per domain turn. 

Regent; For many years, a black-hearted racketeer 
called el-Zareda controlled the Zhainge Merchant 
Guild. However, el-Zareda was removed about a 
year ago and replaced by one of his lieutenants, 
Aswan bin Serhouf (MKh; T5r Br, minor. 15; NGj. 
This canny fast-talker and former smuggler has 
dashing good looks and great personal charm. 
Although he calls self-interest his only motivation, 
this compassionate idealist actually possesses a 
heart of gold. 
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Recently, the Zhainge Guild's been drawn into a 
vicious trade war with the Brotherhood oi Khet in 
Aftane, When Serhouf learned that the^ Red Kings 
supported the sinister organization, he began a rev¬ 
olutionary movement against them, using the forces 
at hts command to end their corrupt rule. 
Description: The Zhainge Guild was founded more 
than 100 years ago as an association of barge cap¬ 
tains and boat operators. They muscled out the 
other cargo carriers on the river and monopolized 
all transport up and down the Zhainge. Eventually 
the guild expanded into buying and selling goods 
directly instead of dealing with middleman mer* 
chants in the cities. 

Today, most merchants along the Zhainge belong 
to the guild, which requires them to set their prices 
and pay dues accordingly Aswan bin Serhouf con¬ 
stantly tries to clean up the extremely corrupt lead¬ 
ership. 

Other guilds in the Zhainge Valley (including 
their total 1 1 4 44 


holdings in each domain): 

♦ 


The H .irk blades 
(Kaliiah Sun-Eye*) 
Gradny Coster * 
(Halimaid-Nuib) 
Nortij«rii' , l|nid«rs Guild 
(Sgffia Kispttev) 

King of I ttnislin’iT 
Mfytilfwap 

I The ZhaTtigc? GUnli 
(ChaughJ 


The Basilisk (U) 

Black Spear Tribes (4) 
Kozlovnyy (II) 
Kodovmv HU) 

Tnrmhierc (6) 

The Basilisk (1) 


iqjfhe Ltoefndragh. 



[ the Zhamge Valley seem even more 
home states than the area's guilds, 
>nly the Emir of Mesirer maintains holdings in more 

jthan one realm. 

mn^e 


Holding 

Level 

Provi nce/Ratin gi 

Oomatn/Rulcr 

Source 

2 

Ariev £4/3) 

Kodovn vy/M i kail ov 

Source: 

2 

Danwk <1/6) 

KorJo vnyy/N Ika il d v 

Source 

l 

Forcstmarck (2/3) 

Kodo vnyy/Ni ka ilov 

Source 

* 2 

SovradaLoy £2/5) 

Kodo vnyy/N i ka i lov 

Source 

7 

The Swan wood, (0/7) 

Kozkrvnjy/N ika i lov 

Source 

1 

S^gvonw (1/4) 

Ko/lovnyy/N ika ilov 

Source 

, ;>£>,. 

Tsongyd Vale (3/2) 

Kozlovim'/N ikailu v 


Regent Generated/Accumulated; 16/30 RR 
Treasury: 2 GB. Like many wizards, she earns no 
additional Gold Bars in a domain turn. 

Regent: Marys Nivemny fFV W16; Vo. major, 27; 
LG), the most powerful Vos mage, telso numbers 
among the most skillful in all Cerilia, She learned 
her art from die Khinasi wizard el-Harif, once the 
court-mage of \ the lost city-state lof Medeci. 
NpSrnny appSrs a slight girl of no more than 16, 
but she's actually more than 70 years of age. 

Standing aloof from the affairs of Kozlovn yy, the 
SW?an Mage works to protect the natural resources 
of her domain from the hand of man, Several years 
ago, she had to use powerful sorcery to defend the 
Smnwoad from the barons hunting party. jOne of 
the regent's friends died as a result, and Vladimir 
Nikailov has never forgiven .her. 

t i. * 

Other wizards of the Zhainge Valley (including 
their total holdings in each domain): 


if- 

Me 


/Vilcin 

Emir of^NcAtre 
{Youicfthn Reghil d-Mcsir) 

[Finn 

Niobhc 

Overiord oi t be Black Spear Tribe* 
fd-ShrigtfOl) 


* (e]-S 


Lnmshicrc (12) 

Black Spear Tribe* (i*) 

Mciirc [2} 
Innishicrc (S) 

Inniahiere (tb) 
Black Spear Tribe* (15) 



I, 


m ftf, 

.li 


Alignment: Lawful good. 

Status: Recommended. !S 

Summary: A1though the baron has outlawed true 
magic in Kozlovnyy the powerful sorceress Mary a 
Nivernny—the Swan Mage—controls much of this 
lands potent magic. Her domain centers around the 
Swan wood in north central Kozlovnyy. 





































"The elves named this land 4 the Docandragh / which in 
their tongue means ’heart's wonder. * I have ivalked this land , 
for more than thirty years, from the banks of the Ibainge 
east to Memsaps Yousera Peninsula. and from the FiMjprc 
of Ayem da far north as the rirni woods of Cwmfc Bheinn. 
And f even after all this time , my heart still catches in my 
throat when I loot upon these green mountains and rush¬ 
ing torrents, these ancient forests and sacred valleys. For 
the Docandragh is a sacred place, a {tiring cathedral, a 
place where men gain a glimpse of the minds of Ac gods, 
Beauty such as this must be the iwti of itnmortakJ* 

—Alaric ibn Baloudha, 
famed traveler ofKhourane 


f 


ew places in all the world match the splendor 
and grandeur of the Docandragh, a majestic 

_ region of forested mountains and high, still 

lakes in the eastern half of Khinasi. ISome traVMeft^ 
have compared it to the lush Erebannien or the syl¬ 
van SielwodiS| but the Docandragh spans much 
more territory than either of these Anutrean forests^ 

The Masetians 
settled the coastlines 
of this region more 

_ _ _,_ _ _ _ than 2,000 years ago, 

T leaving the inland areas 

to the elven people. The Basaiji 
inherited the Masetian domains after 


oa/± hi: 
the 


the destruction of that ancient people, but for hun¬ 
dreds of years the nomads expanded into the heart 
of the Docandragh veiy slowly Even today vast 
stretches of woodlands remain untouched by the 
hand of man. 

The Khinasi realms of the Docandragh center 
_au^>und the powerful walled cities of the coast. 
Settlement in the interior remains scarce, although 
hogging and mining camps today push ever 
deeper Into* the wilderness. Bands of 
elves still wander their ancestral 
ids, now part of Min Dhousai 
^nd Kbourarie, In fact, many 
^ foresters and hunters dis- 
r in the ocan- 
gh every year, 
ored elven 
victims. 


The pristine character of the Docandragh ensures 
a powerful supply of magic to any wizard skilled 
enough to tap it, and most cities of this region are 
ruled by true mages. Regents here often resolve 
conflict between realms with enchantments instead 
of swords, as the rugged terrain makes it difficult 
for armies to reach their enemies. 


kheleb-izhil 


r n the dawn of human history in Ccrilia* the 
9 greatest dwarf realm of the continent was 
Kheleb-izhil* Legend tells of deep dwarven 
halls hung with a thousand banners and roofed with 
beaten gold. However, around the year 890 MA* 
the dwarves sealed the doors of their city* Not a sin¬ 
gle resident of Kheleb-izhil was ever seen again. 
With time, people forgot even the location of the 
city, No one knows what happened to the dwarves, 
but many believe the city used to lie in the inoun- 
tains in eastern Rhuannach. Perhaps it still does. 


the iron hand 


oroo's 


T wo centuries ago, orogs stormed the westy 
ern provinces of the state of Merasaf in an 
immense assault. Thousands of warrior 
beasts swarmed from concealed tunnels, capturing 
most of the domain in a matter of days. At the tiipe, 
Merasaf numbered among the most powerful 
Khinasi realms, but today only the pciy Yousera 
Peninsula remains under the Meraskf defenders 
control. The orogs have made several attempts to 
expand their conquests, but the Defender's fortifi¬ 
cations continue to resist their attacki Orog raids 
into Min Dhousai to the south and Yeninskiv to thq 
north have met with only marginal success* 


the dhoumalre 


A mysterious people called the dhoumaire lives 

in hidden refuges in the Rain Serpent 
Mountains in the southwestern Docandragh* 
This race, said to be closely related to man, avoids 
contact with humans. 

Locals say the dhoumaire are a tall, slender folk 
able to take other shapes and possessed of strange 
mind powers. Those who search them out often turn 
after weeks of wandering unharmed but with no 
an encounter with the dhoumaire^ The peo- 
ing near these mountains refer to the dhoumaire 
the ones who wait,” though no one knows the 
origin of this curious epithet. 
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djafra 

Alignment: Chaotic neutral. 
Status: Recommended. 


Province, 


Temples 

Guild, 

Source* 


“W (2) 

NTS (2) 

SOS (3 ) 

BD (3) 

Cape Hamah (1/8) 

DMT (1) 

NTS (1) 

DM!. (1) 

BD (5) 

ri-ttyfr (4/3) 

PC (2) 
MD(2) # 

FDA (3) 

DC (4) 

Cac (3) 

Dfaf™ |7/0> 

an (3j- ■ 

tTmt (i) 

FDA (4) 

NTS (3) 

DML (5> 

DC (1) 
SOS < 1} 

bd m 

Djirt Belim (1/S) 

MD ( 1 ) 

FDA (1) 

dc(1) 

C*e (7) 

jTiirdfl (4/5) 

SN (2) 
SOS (2) 

NTS (4) 

SOS (4) 

Sir (3) 

Nurida (5/2) 

SN (3)* 
SOS (2) 

NTS (3) 
FDA (I) 

SOS (4) 
DML (1) 

Sir (3) 

Qadal |2/5) 

MD (2) 

FDA (2) 

DC (2) 

Sir (3) 

Rds Dhoumaire (3/6) 

DML (I) 

FDA (23- 

DM1. (3) 

BD(3) 

Sdhatad (2/5) 

DMT (2) 

FDA (2) 

DML (2) 

BD (5) 


* Indicates a holding lorti fieri by a castle. 

Abbreviation*; SN = Shalal*ih min NurkU (Bey of Nurida); 
NTS-Nuridjn Temple of Sarm.t (Rigd min Namal): SOS^Socicty of 
the Serpent (Darius Asparta); BD-Bcshid cl-I>j.darj (Sultan of 
Dja/ra); DMLtDjjifran Merchant l^cague (Ouisira hint T.'tlrh); 
DOiktiindragh Cosier (Omar d-Rehil); FDA-Fkiy Dawn of 
Aiini (Jihdl eTArrut); C*c*C*«kon*ytm: MDsMalik el-Djafra 
(Prince of Djafra)’ Sir«eUS£r»d. 


Province s/Holdings: The internal troubles of Djafra, 
potentially one of the strongest Khinasi states, have 
weakened it to the point of near collapse. The realm’s 
three merchant guilds exploit its natural resources, 
and the current sultan sits his throne only through 
their good graces. While the sultan, Beshid el-Djafara, 
technically rules the entire state, two vassals 
bankrolled by guilds govern their own fiefs. 

A regent wishing to restore order 
here doubtless will face several 
attempts on his life in the 
first week of his rule. 


m 


. gafe. 


♦ Law: As Djafra’s guilds control most of the law 
(either outright or through their puppet rulers}, 
corruption is a way of life. 

♦ Temples; The faithful divide their attention 
between two major temples: the Fiery Dawn of 
Avani, led by jihal el-Arrat (MKh; Pr2> Avani; Ba, 
minor. 19; CG), and the Nuridnn Temple of 
Sarma, governed by Rigel min Namal (MKh; Pr5 t 
Sarma ; As, major, 27; NE). 

♦ Guilds: The Society of the Serpent, based in 
Nurida, seems the strongest of the three local 
guilds* Though many citizens view it as a vile 
threat to Djafras moral fiber* the guild easily 
manipulates the Bey of Nurida—Shalilah min 
Nurida (FKh: FS; As, minor. 15; NE), The 
Djafran Merchant League controls the capital 

% ~artd tiv e sultan as well. Finally, Khourane's 
Dix:a^ragh’Coiiter holds the north through 
Prince Malik el-Djafani, the sultan s cousin. 

♦ Sources: Beshfd cbDjafara, a competent sorcerer, 
possesses magical influence that extends farther 
than his actual rule* The elf enchanter 
Caeleorwynn of Rhuannach controls northern 
sources, and el*Sirad^-thc Sorcerer of neighbor* 
ing Mour ehSirad—wields power in the south. 

Regency Gene rat ed/Acc umu la ted: 22/15 RP. 
(Malik el-Djafara owes the sultan 4 RP each domain 
turn, and Shalilah min Nurida offers 6,) 

Treasury: The sultan has 10 GB in his coffers and 
normally gains about 8 GB per domain turn, 
depending on tithes from his vassals. 

Army: The sultan maintains the following standing 
military forcer 

♦ 1 unit of Khinasj medium cavalry 

♦ 2 units of Khinasi spearmen 

♦ 2 units of Khina*si archers 
Navy: 4 xebecs, 6 dhouras 

The Bey of Nurida has one unit of cavalry three 
units of spearmen, two xebecs, and five dhouras* 
Malik cbDjafara fields an army of one cavalry unit 
and four spearman units. 

Regent: Grand Sultan Beshid ebDjafara (MKh; W6; 
Md, rnittor, 22; CG) t a flamboyant hedonist in his 
middle years, abandoned his study of magic as a 
young man and spent decades engaged in debauch¬ 
ery. He took the throne late, since his father clung 
to life until his ninetieth year. Some close to the 
court find it an interesting coincidence that, due to 
the senile old sultan's remarkable longevity and his 
sons lack of leadership, the Djafran Merchant 
League has held onto its power over the throne. 

♦ Lieutenants: Anyone dose to the sultan actually 
works for the Djafran Merchant League—or one 
of its rivals* 







Important NPCS; Malik el-Pjafara {MKh; F 7; Ma, 
mi non 12; NG) remains one of the land 's most pow¬ 
erful tamounzada, His family traditionally has held 
Djafra *s northlands for the sultan. From this base of 
power, the prince works to end his cousin's corrupt 
rule and remove the mighty guilds from power. Of 
course, to finance his quiet rebellion, Malik el- 
Djafara has been forced to turn to yet another guild, 
the Docandragh Coster The coster wants a chance 
to expand into the rest of Djafra, but Malik promis¬ 
es only fair and equal treatment before the crown. 

As leader of the Djafran Merchant League, 
Lady Ouisira bint Falih (FKh; T12; Br, minor* 19; 
C E) wields the principal power behind the throne. 
Though she masquerades as an ajazada with wide¬ 
spread business interests, she's really little more 
than a wealthy thug whose dirty tactics keep her 
on top, 

Falih s chief agent is the mysterious magician 
Deminef el-Jamal (MKh; Ml3: NE), the sultan's oily 
vizier. Deminef holds the regent under the sway of 
powerful charms and will-weakening poisons. The 
vizier makes sure his mistress controls the decision¬ 
making power in Djafra, 

Description: This land of great natural beauty lies 
in a vast valley between two densely forested moun¬ 
tain ranges, the Rain Serpents and the Caeren 
Alwydd. Smalt cascades and streams run every¬ 
where, and the people seem generally prosperous 


and happy* However, the destructive greed 
of the guilds has led to over-hunting and -logging, 
which permanently spoils more of the land s beauty 
every day. 

Make no mistake: The guildmasters are not kind 
rulers. They ve spent the last 20 years wringing 
every last copper from the Djafra ns, The public 
resentment shows! too: In most parts of the state, a 
merchant dares not go abroad witjjibut bodyguards 
to protect him from “accidents/' However, the 
guilds retain the upper hand by employing great 
numbers of foreign mercenaries (o watch over their 
interests and keep the Qjjafransln line. 

♦ Capita/: Although Djafra uu'the sultan s seat of 
power, his vassals maintain their provincial capi¬ 
tals: Malik el-Djafara in sfcl-Deytr and Shalilah 
min Nurida in her home Nurida, 

♦ Trade goods: Guilds from area forests the 
furs and timber so ii? Remand in the Plains, The 
realm also boasts profitable mines in the moun¬ 
tains as well as app^erand pear orchards in the 
cooler highlands. yp 

Allies: The state no reliable allies now.j 
However, in better da$ 5 . the sultan was a fast friendf 
of the regent of Gha^oura to the south. 


Enemies: Once 
Khourane, 
enemy today 


rival of Mesire and 
seems its own greatest 


•<$ 









khourane, 

mour el-simd 


Alignment: Chaotic good. 
Status; Recommended. 

- 4 — 4 - 



Khourane 
Province 
Adeid (2/3) 
Avandir (I/S) 
Barcin (2/5) 

Ber Djin (0/9) 
Ber Falaia (6/1) 

j■; Has Mhm (0/9) 

! 'Sdadmn (2/7) 
ekSiric (1/8) 


Uw Temples 

KFM (1) , |NTS(2) 
K%(1J SOH (1) 
< a > 

KFM3(3)* |OH (4} 
SOS m NTS (2) 

\ ■ f 


NTS (1) 


: Sfluth Ibnotime (2/7) KFM (1) 


Tumrime (3/2) 
Kukf (4/5) 

Mfltir ekStrad 
nee 

icheda (2/5) 
hourin (2/5) 


KFM (2) 
KFM (2) 


Law 

Sir (2) 
Sir (2) 



Guilds 

SOS (2) 

SOS (1) 

DC (4) 
SOS (2) 


DC (I) 
SOS(l) 
DC (2) 
DC (2) 
DC (3) 


Sources 
Sir (2) 
GS(8) 
KFM (4) 
Sir (8) 
KFM U) 

GS (3} 
KFM (3) 
GS (7) 
Sir (5) 
KFM (6) 
KFM (2) 
KFM (3) 


KU 

SO*f(2) 


Guilds Sources 
DML (l) Sir (4) 
DML(I) Sir (5) 


* Indicate* a bolding fortified by a castles 

t . \ 

breviatiom: KFM=JCaJilah bint Farid el-Mashil (Khourane); 
SuNuridan Temple of Sarnia (RigeJ min Namal); SOS-Society 
Serpent (Darius Asparta); Sir=el~S|fad (Mour d-Sirad); 
Shield of HaUia (Tlhara min Buseri); (Ks=-the Gray Shadow 
Uluineji DC*Docandragh Coster&Omar *l-RehAl): 
jafran Merchant League (Outsira hint k Falih.). 



Provinces/Holdings; On the e^gc of the 
Docandragh forest lies the vast frontier state of 
Khourane, a* land of able folk who prefer to mind 
their own business. 


Law: The 
throughout t] 
acter doesn't 



of Khourane enjoys respect 
state, but the Khouranean char- 
ad itself to extensive policing or 
bureaucracy. Therefore, the emira possesses only 
a handful of law holdings. 

Temples: The Nuridan Temple of Sarma enjoys 
popularity in cities and places of trade, while the 
'*7al^>hteld of Hala'ia. led by Tihara min B%eri 

ds favor in the 



♦ Guilds; Though banned, the Society of the 
Serpent has infiltrated Khourane's cities, work¬ 
ing to weaken the emira's rule. But Omar el- 
Rehil (MKh; T9: Ba, major, 28: NG) has the 
trade advantage w^ith his Docandragh Coster, 
which he established to exploit the northern 
frontier. 

♦ Sources; The Sorcerer, or el-Sirad, rules a domain 
called Mour el-Sirad (two 

provinces usurped from Khourane) just south¬ 
west of the emira s realm and commands much 
magical power throughout the Docandragh. 
However* the emira and the Gray Shadow—a 
wandering Anuirean wizard named Taeric 
Uluine—are potent mages, too. 

Regency Generated/Accumulated: 39/50 RP, 
Treasury; Khourane’s treasury holds 25 GB. She 
collects about 20 GB each domain turn. 

Army: Khourane maintains no units of cavalry, 
which wouldn't prove very useful in the rugged 
landscape. The cmira's fleet anchors in Ber Falain. 
Her forces consist of: 

♦ 5 units of Khinasi spearmen 

♦ 5 units of Khinasi archers 

♦ 2 units of scouts 

Navy: 4 zebecs, 9 dhouras, 2 dhows 

Regent: - The emira Kalilah bint Farid el-MashU 
(FKh: W10: An t major, 39: CG) rules Khourane. 
This tall, gaunt woman in her early fifties possesses 
a fierce cast to her face and sharp, clipped speech. 
Though often short-tempered and sarcastic, el- 
Mashil is extremely intelligent, capable, and misses 
nothing around her. To defend Khourane, she would 
give her life without a second thought. 

The only child of the emir Farid eUMashil, the 
emira has never married or borne children. 
Although still in excellent health, her courtiers have 
begun to maneuver for her favor in hopes of being 
designated heir to the realm. 

♦ Lieutenants: The emira s most valuable lieutenant 
is a quiet bureaucrat named Beshir min Barein. 
who possesses an uncanny skill for guiding the 
day-to-day administration of her government, By 
handling routine tasks. Beshir frees Kalilah to 
attend to more important matters, such as deal¬ 
ing with el-Sirad or the Minotaur, the awnshegh 
dwelling in the Maze of Maalvar just to the east. 

important 
NPCs: The 
wizard el-Sirad 
fMKfe; W?; 
unknown bloodline: 
LE) rules the little 
realm called Mour cl- 
Sirad, or the Sorcerer's 
. Domain, just southw est of 








Description; Like its neighbor Djafra, Khourane pos¬ 
sesses great natural beauty, with towering peaks, 
trackless forests, and swift-running rivers. The people 
feel a deep reverence for the (and and husband its 
resources carefully. 

♦ Capita/: Ber Falaia, the City of Gardens and 
capital of Khourane, features walls terraced with 
green hanging gardens and streets lined with 
groves of oak and cedar. The emira f s palace sits 
on a low, wooded hill near the city's northern 
gate. 

♦ Trade goods: The state, though fairly self- 
sufficient, does maintain a minor trade of lumber 
and pelts. 

Allies: 7aeric Uluine has not made public his 
motives for helping the emira, However, the Gray 
Shadow fMA; W1J; Vo, minor, 19: LG) has loaned 
Khourane his spellpower more than once to oppose 
ebSirad, 


Khourane. Its provinces, Btcheda and Ghourm, tra¬ 
ditionally belonged to Khourane, but 10 years ago 
the Sorcerer claimed them by casting an impenetra¬ 
ble warding that isolated them for years. Despite 
the efforts of the emira *s magic and troops, ebSirad 
could not be dislodged- By the time he released his 
warding and opened the lands, he had forged 
Bicheda and Ghourfn into his own domain. 

Generally the people of Mour ebSirad seem con¬ 
tent; their mysterious overlord asks little of them 
and allows the various village and town councils to 
administer the realm. Magical constructs called 
meftamaine, or Golden Ones, enforce the Sorcerer's 
few edicts and bring the people s taxes to his tower 
in the capital, Ghourfn, Folks have long since 
learned that interfering with the Golden Ones 
brings swift and agonizing death and so have 
accepted their status as the Spccerers subjects. 

No one knows much of ebSirad himself. He 
keeps his goals shrouded in mystery although he 
hasn't treated his people poorly or sent them to war. 
Many of Khourane’s counselors have advised a full- 
scale invasion of ebSirad s domain, but the emira 
prefers to wait and negotiate rather than place her 
people at the mercy of a powerful wizard of ques¬ 
tionable motivations and stability 


Enemies; The powerful state is surrounded by ene¬ 
mies and uncertain allies. Due south, Mairada dances 
to the Serpent's tune, changing alliances to please its 
island neighbor; the realms of awnsheghlien—the 
Minotaur and the Magian—lie close at hand: and the 
chaos in Djafra occasionally spills over into western 
Khourane . The emira spends all her time dealing with 
foreign affairs and scarcely has a minute even to think 
about interna! matters. 



41 

















iron hand tribes 


Alignment: Chaotic evil. 
Status: Not available for PCs. 



Province 

B;iuth ftavad { 5/3) 
Bljtckm.trch ( 2 / 5 ) 

The Rtoodpealcs (1/6) 
Hellforge (4/1) 
Irunguard ( 3 / 4 ) 
Hivcnmck (2/5) 
Saumwth {2/5) 

Storm watch (1/6) 


Law Temple 
Bur (4)* TT (3) 

Bwf(l) IT (2) 

Bur (0) TT (0) 

Bur(2) TT (2) 

But (2) TT (2) 

Bur {0} TT (I) 

Bur ( Ip TT (1)* 

Bur (1) TT(0) 


Guilds $ource» 


* Indit+ileSi baldingv fortified by 4 critic. 

Abbreviations: Uur-Bur/uk the Great (Iran Hand Tribes); 
TlVlempfc ofTarazan (DzintarJ. 


♦ 


Provinces/Holdings: The ruling orogs of the Iron 
Hand call their state Duzhumazabik m their nu^n 
tongue. Since the tribes took these western 
provinces of Merasaf in a sudden assault 182 years 
ago, they've never faced a serious threat to their 
continued rule. Orog villages, forges, and armories 
riddle the rocky hills of the lands between Cwmb 
Bheirm and Min Dhotisai. 

♦ Law: Many rivals and rebellious subordinates 
seek the Iron Hand chieftain's position! so he 
can't uphold Law equally across the domain, 

♦ Ternpics: Orog battle priests remain the true 
power brokers of the race, carefully manipulating 
their fellows into alliances as they see fit. In fact, 
these priests themselves placed the current 
chieftain on the throne, because they knew they 
could control him. 

♦ Guilds; The Iron Hands are warriors, not mer¬ 
chants or thieves. From time to time, they trade 
with the Vos of Yeninskiy, but no guilds operate 
regularly here, 

•ft Sources: incapable of harnessing the power of 
the land, the orogs have despoiled most of 
Duzhumazabik with reckless mining and industry. 



Regent: Burzuk the Great (MM 
F8; Az, major, 22; NE) is the 
titled Chieftain of the Iror 
Hands and a competent 
iy leader with 2 










short temper). However, the subtleties of 
itics are lost on him. Thus, the battle priests (his 
principal supporters) and dan leaders actually rule 
the tribes, using Burzuk as a figurehead. 


Important NPCs: The tribes' head battle priest, a 
scarred old warrior named Dzintar (MM; Pr8 t 
Torazan; Az., 28. major; NE), has held his position 
for many years, even in the face of constant chal¬ 
lenges from underlings. 


uescnption: Perhaps 50 to 80 thousand Iron 
Hands inhabit Duzhumazabik, divided among sev- 
val tribes (each of which contains a dozen or 
different clans). As these groups constantly 
mgage in savage raids and blood feuds against each 
other, even Burzuk can rarely convince more than 
two tribes or a half-dozen clans to cooperate in an 
attack on a neighboring human realm, If the orogs 
could set aside their squabbling, they could sweep 
away Yeninskiy, Khourane* Merasaf, * or Min 
Dhousai in a matter of weeks. 

Duzhumazabik has few settlements above 
ground: nearly all orogs dwell in subterranean halls 
delved under the rocky hills. The area s rich iron 
ore and other mineral deposits feed the orogs’ 
forges, always busy readying the tribes for war. 
Only the most foolhardy humans venture into the 
lands of the Iron Hands, for the orogs delight in 
taking captives and putting them to death in new 
and interesting ways. 










the lamia 

Alignment; Chaotic evil 
Statu*; Not available for PCs, 

.dfe' T| " 


Province Law 

Bincvsin (3/4| U(3) 

Coromandel I1/6) La (!) 
Cravengale (3/4) La (3)* 
KJoirra'I IflSj h L, (1) 
Motv-rep/J)) U(2)‘ 

North Marten *2/5) La (51 
South Marten (iS) U (2)* 


m 


Temples 

Mtd (3) 
Med (!) 

MmI Pj 
Med (1) 
Med (3) 


Guilds Sources 
Be* (3) DjbM 
Bea(l) Das ’(*5) 
C.rd |J) 0ns 13) 
Be* (l) 

Grd (3) Das (4) I 
C.rd (2) — 


* trhlicatcs a holding fon died by a castle. 


—n 


mh 

p 


Abbreviations: La*thc Lamia (the Lamia); Mcd^Medccian Way 
of Avani (loco* N.irv.idaeb Bes-BcAaiam Guild (the Lamia); 
D»s*D.uihid thit Astronomer; Cjrd=Gratlitv Coster (HaKmah el* 

- ^ 


Provinces/Holdings; Once called Besaiam* the 
central Rhuannada might domain of the Lamia is a 
land of hooding forests and rugged mountains east 
of- Ko/Joroyy. Settled almost 600 years ago by 
Khinasi pioneers from the city-state of Medeci, 
Besaiam had the misfortune to fall under the con- 
trol of a powerful awnshegh. For some five cen¬ 
turies now, ,the Lamia has held the land through 
vicious warfare and vile deception—an awnshegh 
blood ability gives her a charm aura. 

♦ Law: The Lamia's charmed guards and soldiers 
control the constabulary and bureaucracy of the 
land. In fact* about a quarter of all the realm s 
men have fallen to the awnshegh s inherent 
charm power at one point or another, and they 
serve her unswervingly, However, the Lamias 
cruel vanity has bred a resentful populace* 

♦ Temples: The Medecian Way of Avani still sur¬ 
vives here, but the Lamia's power to charm 
important churchmen has altered the temple's 
structure drastically in recent centuries* 
Powerful women — such as High Priestess locas 
Narvadae fFA; Prfr Avani; An, major, 30; CG)— 
have replaced men in the ranks, blending the 
worship of Avani with the aim of destroying the 
abomination. 

♦ Guilds; The Gradny Coster of Kozlovnyy main¬ 
tains contacts within the Lamia's realm. 
However, the most important merchants in the 
domain, caught by her charm, serve the 
awnshegh through the Besaiam Guild. 

♦ Sources: The Lamia has charmed a powerful 

true wizard named Daahid the Astronomer, ^ 
who controls sources here and in /r: 


M 


Regent; Keta Pechay|>jiow the awnshegh known as , * 
the Lamia (FAw; P9; Az, major, 36; CU), came to 
Besaiam soon after her^transfomtatitm and quickly 
brought the entirotate under her dominion/At 
first ruling from behirid the scenes, she eventually 
discarded her charade and proclaimed herself qucfcii* 
While she enjoys luring traveling males to her realm, 
she seems uninterested in acquiring territory* 

Important NPCs: This Lamia surrounds herSelf 
with hundreds of fanatic warriors who wittingly 
serve her to their deaths—such is the strength of 
her enchantment ability. The most valuable include 
her,V0S' captain of the guard, Pyotr Borochevsky 
(KfM F9: CE); her palace's major dome, wizened old 
Jamal ebNumir, in'charge df da#y governmental 
affairs; i and the wizard Dashid (MKh; Wll; Vo*’ 
minor i 16; Nj, who uses his potent arsenal of spells ^ 
as she commands. 

In addition to these characters, hundreds of town 
leaders and merchants also serve their vain regent. 

The Lamia brings these civic leaders before her and 
cbarnis them before returning them to their affairs. 

The only limitation to this power is her inability to 
charm women; in fact, the Lamia can't abide the 
sight of another woman and view's any pretty girt in 
her domain as a potential rival. 


Description: Although the Lamia's domain seems a 
realm of tnodest prosperity"life isr& always pleasant 
here. The awnshegh*s slaves resort to extortion and 
terrorism if they encounter even the slightest resis¬ 
tance to her irrational edicts. The Lamia concerns 
herself more with wealth and power than with her 
subjects and often demands crushing taxes to fund 
personal vanities such as monuments to herself or 
expensive trappings for her court. 

The common people generally feel resigned to their 
lotfc They know the Lamia only by rumors and second¬ 
hand stories, and all their ajazada and civic leaders 
insist nothing is wrong. As the LamLi herself doesn't 
kill locals often or cause ruin in the domain, com- 
moners seem somewhat willing to live under her rule. 

The lords pf the lone-gone city-stete of Medeci 
raised the great castle Cfevengate to watch the pass 
of the same name that led through the high vale of 
Dwarf s Deeping in KozIoVmy to the ij 
west. The kings of Besaiam claimed this stron„ 
when they settled the land, and the Lamia JbWliftcf 
here as long as she has reigned, L 








min dhousai 


Alignment: Lawful neutral. 
Status: Recommended. 


Province 
Adar. (4/3) 

Abnrirt (2/7) 

Ccderrw 0/4) 
Debinsln (3/9) 
Djeklundc (2/5) 
Gheirat (3/4) 

Iron Cep (0/9) 

K.is Dheiredin (1/8) 
i Res Ghcrclifi (1/8) 
PnTourc el-Fasil (5/4) • 

West Ihnounie (1/B) 


Lew 

KRD (4) 
KRD (2) 
KRD (3)' 
K.RD (3) 
KRD (2) 
KRD (3) 


temples 

WSK (3) 
FDA (1) 
WSK (2) 
5QH (1)’ 
SOH (2) 
W'SK (2) 


KRD (Or — 

KRD (1) FDA (I) 
KRO(I) SOHfO) 
KRD (9)* WSK (2) 
FDA (2) 
KRD II) FDA (1) 


Guilds 

DrC (2) 
DC (2) 

DrC (1)‘ 


DC(1) 
DC Oj 
DrC (2) 
DC (1) 


Sources 
RM (3) 
RM (5) 
HM (4) 
RM (4) 
HM (4j 
RM (4) 

rm m 

RM (6 ) 
RM (7) 
RM (4) 

RM (6) 


* Indicates a holding fortified by a castle. 

Abbreviation^: KRD-ICiv^im ihn Rami eUDhuusai (Min 
Dhousai); WSRa White Swurd of Khirdai {Paroud min GKcirut); 
DrCaDrugon&ea Coster (Huscti Trosane l; RM-Royal Mages of 
Min Dhousai: FDAtFiefy Dawn of Avani (Jihal el-Arrat); 
DCcDocandragh Coster (Omar cURehil)j hOH«.Shield of Halaia 
(lihara min Buseri) 


Provinces/Holdmgs: Min Dhousai is a kingdom 
under siege. Threatened by the Magtan to the east 
and the orogs of the Iron Hand Tribes to the north, 
the realm has survived only through the use of the 
most draconian measures, 

♦ Law; The army of Kassim, king of Min Dhousai, 
functions as the states police force and controls 
all available law holdings. Their law seems espe¬ 
cially harsh—just speaking out against the king is 
a capital crime. Most Dhousaites accept this 
hardship as a necessary condition for their sur¬ 
vival. 

♦ Temples: The Shield of Hataia and the Fiery 
Dawn of Avani both enjoy popularity in Min 
Dhousai, but the king and his court favor the 
White Sword of Khirdai, based here and led by 
the High Bladelord Faroud min Gheirut (MKh; 

Fr6, Khirdai; An, minor 19; CG )* 

♦ Guilds: In this tightly regulated 
domain, the king smashes 
guilds that grow too powerful. 

Yet Huseti Trosane 
fMKfe; T5; Br, 
tainted * 




10; NEJ, a Suirienean, makes Min Dhousai the 
home of his Dragon sea Coster. This guild, as well 
as the Docandragh Coster, maintains a scattering 
of holdings in the realm, 

+ Sources: The king relies on a coalition of his five 
potent royal mages to Wield his realm's magic as 
he directs. These mages each control the sources 
of a province or two, coordinating their realm 
magic to defend their land and king. 

Regent: Kassim ibn Rami el-Dhousai (MKh; FS; Ba. 
major. $8; LN) is king and absolute ruler of Min 
Dhousai. This powerfully built man of middle years, 
scarred by countless battles, has proven himself a bril¬ 
liant general. Throughout his reign, he has decisively 
and repeatedly routed the orogs of his northern fron¬ 
tier, while keeping the Magians forced bottled up. 

Although as a warrior the king possesses unparal¬ 
leled skill and cunning, he has less talent as a states¬ 
man. His repressive policies and strong-arm tactics 
have worn thin, and agents of his enemies work to 
turn the people against him. El-Dhousai likely w r tll 
react to these assaults with sweeping decrees and 
harsh crackdowns—a bloodbath in the making, 

King Kassim relies on three high captains, the 
most senior military officers of the realm. Of these, 
the Captain of the North, Dounato el-Jairar (MKh; 
F5; An, minor. 12; LG J, enjoys Kassim’s full confi¬ 
dence, Dounalo’s strategies and leadership have 
kept the orogs at bay for 20 years. When problems 
arise in Min Dhousai, the king usually hands them 
to el-Jairar, 

Important NPCs; Unknown to the king, one of the 
five royal mages—Salim Teraziz (MKh; W7; Vo t 
tainted , 9; LE) —is a dangerous traitor. The Royal 
Mages have always been bound to obey the king, 
but Teraziz managed to elude taking the oath and 
volunteered to serve King Kassim on the orders of 
his true master: the Magian, awnshegh regent of the 
domain directly to the east. Teraziz now awaits the 
right moment to destroy his four fellow mages and 
place the king under his magical control. 

Description: Min Dhousai’s great natural beauty 
matches that of nearby Khourane and Djafra, but 
its citizens don’t share their neighbors’ frontier 
character For centuries they’ve waged war after 
war merely to survive, and the state feels more 
like an armed camp than a domain of free citi¬ 
zens, Fortifications and walled estates are com¬ 
mon along the borders, and every farmhouse has 
strong shutters, barred doors, and a bow or spear 
by the hearth. 

The young men of Min Dhousai must serve at 
least three years in the king s army, then drill 
regularly with a militia company for 10 
years after leaving service. These very 
well-trained militiamen, when levied, 
fight as units.of Kliinasi spearmen. 






fhuannach 


Alignment; Chaotic good. 

Status: Recommended (elf domain)* 

- + - 


Premise 

Law 

Tempi*. 

Guilds 

Source* 

AUdight (1/8) 

— 

DTI. (0) 

FG (0) 

C« (7) 

(3/6) 

. — 

—* 

FG<2) 

Da* (-4) 
Cae (0) 

Garradh (2/6) 

— 

— 

Fcm 

Dai (3) 
Cae (2) 

Glyncaenvyn (3/7) 

FG (3> 

DTI. (2J 

FG (3) 

Cae (6) 

Morwyth (2/7) 

FC (2) 

DTL(l) 

FG (1) 

Cae (5) 


Abbwjationst DTL=? Djiran Tempk a( Ijeira (Madina ci-Wasir); 
FG* Fiona hra^b GarrddhKynn (Rhuanruicbj; CaesCackorwynn; 
Da ** Da fbid the Astronomer. 



Provinces/Holdings: The elves of Rhuannach once 
enjoyed the friendship of nearby Khinasi states* But 
with the conquest of western Merasaf by the Iron 
Hand orogs and the fall of Djira, enemies have near¬ 
ly surrounded the elves* Now they're hard-pressed 
to defend their beloved forests from the advance of 
the Black Spear raiders and the forces of the Lamia, 
whose domain ties just to the north* 

Rhuannach has become home to the survivors of 
old Djira: about 20% of the High Lady's subjects are 
humans. These Djtrans have come to understand 
elven ways and gladly acknowledge the High Lady's 
power In return for the right to live in the forest* 
they act as the first line of defense against the 
encroachment of the Black Spear Tribes. 

♦ Law: The High Lady of Rhuannach has lost con¬ 
trol of her northern borders due to humanoid 
raids but retains the loyalty of the human-held 
provinces of the south. She concentrates her rule 
in the centra] portions of her forest. 

♦ Temples: Madina el-Wasir (FKh; Pt7, Leira ; Ea. 
tainted, 6; LG) maintains the last holdings of the 
Djiran Temple of Leira* in southern Rhuannach* 
No elves belong to the temple* of course, but 
Djiran refugees do. 

♦ Guilds: As elves care little for material trade* no true 
guild holdings exist tn Rhuannach. Instead, these 
holdings represent forest creatures and allies of the 
elves, who will spy for the High Lady or aid her tn 
times of trouble* The Djtrans occasionally trade with 
the Kozlovs but refuse to deal with Djafrans. 

♦ Sources; The Court Wizard of Rhuannach, 
Caelcorwynn (ME: W13; An, major ; 22; CG). is a 
mage of the highest caliber. However, the 
Lamia’s wizard has seized some sources on 
Rhuannaeh’s border and now challenges him for 
control of the elven state. 


Regent: High Lady Fiona bragh Garradhgynn (FE; 
W13; Ma, major, 28; CG) has ruled Rhuannach 
since her husband. High Lord Daegendal, fell in 
battle against the Black Spear Tribes 30 years ago. 
Sometimes called the Sad Queen, she mourns her 
lost Husband still. Those who meet her remember 
her beauty—and silent tears—the rest of their days* 

The lady's compassion and courage have made a 
great impression on all who dwell in her domain, 
and the elves of Rhuannach possess mercy and 
kindness not often found in their race* At the same 
time, they will fight fiercely to defend their laiuis 
against the creatures of darkness that threaten the 
forests* 

Important NPCs; While the elves of Rhuannach 
have a much greater tolerance for humans than 
elves elsewhere* they still like to keep their distance* 
Meetings between elf and human remain brief and 
polite* and most elves choose to avoid Rhuannach s 
western and southern regions. Acting as a bridge 
between elf and human is a half-elf ranger named 
Gidre bint Gorina (F%E; R6; Ba, tainted , 9; CG) t the 
daughter of a Djiran ajazada and an elf lord* Gidre 
finds herself welcome In the lady's court and enjoys 
helping her understand humans. 

Description: Eveiy bit as beautiful as the elf realm 
Innishiere, Rhuannach was never closed to humans. 
In centuries past, its rulers permitted a single road 
through their portion of the Rhuaimadaraight to 
link Merasaf and Djira, Of late* it's become disused 
and overgrown. 

The capita) lies in the province of Glyncaerwyn, 
on the southern shores of the lake called the 
Garradhalach, The Sad Queen's court is nothing 
more than an open glade beneath the stars, sur¬ 
rounded by stands of magnificent trees of all kinds* 
Elf artisans* songmakers* and warriors gather each 
night to pursue their various trades—they conceal 
their homes and workshops in dense groves or in 
lantem-lit halls beneath the hills. 










other domains 

T he three great trading blocs of the 
Docandragh are the mast active of this 
region's nonpoliticat domains, hut the area 
also seems remarkable for its large number of 
blooded wisards, 

temples 

Four major faiths—the Fiery Dawn of Avant, the 
Shield of Halaia, the Nuridan Temple of Sarnia, and 
the White Sword of Khirdai—quietly compete for 
supremacy in the Docandragh, 

nuridan temple of sarma 

Alignment: Neutral evil. 

Status: Recommended, 

Summary: Based m Djafra's ancient port of Nurida. 
the Temple of Sarma (Sarimie in Anuire) encourages 
commerce throughout the southern Docandragh for 
its own profit. PC regents choosing this domain can 
make it more benevolent by having the regent oppose 
the Serpents insidious influence* 


his allegiance. Of course, as the temple officially 
opposes the Society of the Serpent no one who 
stands near the lord priest dares repeat such a rumor. 

Rigel min Namal is a short, wiry man of middle 
years with a shaven pate and an abrupt—sometimes 
rude—manner. In every conversation and situation* 
he remains on the lookout for information he can 
turn into personal gain—like a starving rat looking 
for food, a number of critics have remarked. 
Description: The Nuridan Temple of Sarma was 
founded more than 600 years ago* when Nurida was 
a powerful and independent city-state. At the time, 
Nuridans enjoyed a reputation as the wealthiest and 
canniest traders in all Basarji, so the founding of a 
temple devoted to the lady of luck and commerce 
surprised no one. 

Nurida’s fortunes have fallen in recent decades, 
but the temple has grown into a major power along 
Khinasis southern coast. Anyone seeking Sarma's 
favor for a mercantile venture or transaction makes 
a small offering at one of her shrines. The priests 
teach crafts and skills at many temples to increase 
the commerce and fortune of the community. 

Under NamaVs leadership, the temple has sought 
active control of its worshipers' enterprises, seising 
wealth wherever it can. Many Khouranean and 
Djafran commoners now view high-ranking priests 
of the temple with scorn and resentment. 



Holding Level 

Temple 2 

Temple t 

Temple 3 

Temple 4 

Temple 3 

Temple 2 

Temple 2 

Temple 1 

Law 1 

Temple 3 


Provtnce/lUlirtgs 

Bag!n (3/4} 

Cape Hamah (1/8) 
Djafra (7/0) 
third* (4/3) 
Nurida (5/2) 

Adeid (2/3) 

Ber Halite (6/1) 
ekSiric (1/8) 
et-Sirtc (1/8} 
Tuarime (3/2) 


Dotadin/R tiler 

DjafYa/c I-Djj fara 
Pja fra/cl-Djafa ra 
Dja fra/el-Djaiara 
Dji fra/el-Dj afar* 
Djafra/cl- Dja fora 
Kh our.mc/cl -Mash il 
Kho u ra ne/cj- Mas h i I 
Khoura ne/et-Mashi I 
Khau r<mc/cl-Mash il 
Khouriine/d-Mashil 


;gency Generated/Accumulated; 22/35 RP. 

10 GB. The temple normally collects 
-B per domain turn. 

snt: The Lord Priest Rigel min Namal 
f MKh; Pr5 t Sarnia; Az, major ; 27: NE) 
claimed the temple leadership two 
years ago, after the mysterious 
death of his predecessor, 
say the agents of 
erpent arranged 
Namal s rise to 
power in 
return for 


Other temples of the Docandragh (including 
their total holdings in each domain): 



♦ Djiran Tempi* of Lcira 
(Madina el-WMtr) 


♦ Fiery Dawn of Av»m* 
(jihal e)-Altai) 

♦ Medecia* Way of Avani 
(locas Narbada*) 

♦ Shield of Halaiaf 
(Tihara min Buseri) 

♦ Temple of Toraz.an 
(Dzintar) 

♦ Whit* Sword of Khirdait 
(Famud min Gheirut) 


Khuamtach (3) 

Plifit (16) 
Min Dhmisai (5) 
The Lamia (9) 

Khmu-ane (14) 
Min Dhouwu (3) 
Moor cLSirad (3) 
Iron Hand Tribes (11) 

Min Dhousai (9) 


* Also in the Zhafnge Valley, 
t Also in the Island States. 



♦ 


A handful of small guilds tty to compete with the 
Docandragh Coster, the Djafran league* and the 
Society of the Serpent. However, the smaller opera¬ 
tions usually get wrapped up in their attempts to foil 
each other, leaving the three giants free to rule the 
region* 











the 

docandfQ^h 

coster 

Alignment: Neutral. 

Status: Recommended. 

Summary: Representing a union of hundreds of 
loggers, miners, and farriers, the Docandragh 
Coster seeks to control the rich trade of forest prod¬ 
ucts in Djafra, Khourane, and Min Dhousai. The 
leaders of the coster wisely control the exploitation 
of natural resources to prevent the destruction of 
their greatest source of income. 


sources 

More than 10 mage regents control 
sources in the Docandragh, a statistic hard 
to match anywhere else in Cerilia. 


the shadow 


Holding Level Province/Ratings 

Guild 4 cUDcyir (40] 

Law 4 d* *Deyfr(4/3) 

Guild l Djuiu (7/0) 

Guild I Djin Belim ( 1/8) 

Guild 2 Qadd (3/5) 

Guild 4 tier FaLijd (6/1) 

Gujtd 3 Maura (4/5) 

Guild \ Sahadcin (3/7) 

Guild 2 South Ibmtunic (2/7) 

Guild 2 Tuarimc (3/2) 

Guild 2 Almeiti (2/7) 

Guild 1 HUs Dhciretifri 11/8) 

Guild 3 Tonne el-Faifl (5/4) 

Guild l West [bnaumc (1/8) 


Domain/RuEer 

DjAfta/eUOjafaTA 

Dj^frA/ehDjafaM 

Qjafr.VelDjafarj 

Djafni/eUDfifot* 

Dj A fra/cJ «Dja f.i m 
Khun r j nc/cl * M ashil 
Kho umtie/el-M^shil 
Khmiiane/cLMashil 
Khnu rane/el - Maxhil 
Kho u r j ue/el - M ashil 
Min DhousatM-Phousai 
Min Dhousai/d'DhnUsai 
Min Dhuusai/d-Dhousai 
Min Dhousai/cbDhousai 


Alignment: Lawful good. 

Status: Recommended. 

Summary: The mountains of the Docandragh pos¬ 
sess some of the purest and most powerful magical 
potential in the entire continent. When Taerie 
Uluine, the Gray Shadow, came here from Anuire to 
meditate on the nature of magic, he became the 


guardian of 3 

small domain. 

♦ 

Frovince/Ra tings 


Holding 

Level 

Doinaiji/RuEer 

Source 

8 

Avandir (1/8) 

Khourane/ebMashi] 

Source 

3 

Ras Mhin (0/9) 

Khourane/e 1 - Mashil 

Source 

7 

Sahadein (2/7) 

_ -A 

Khourane/eb Mas hi l 


Regency Generated/Accumulated: 28/30 RP, 
Treasury: 16 GB. The coster normally collects 
about 21 GB per domain turn. 

Regent: Omar el-Rehal (MKh; T9; 8a t major, 28; 
NG) leads the Docandragh Coster. This wealthy 
merchant prince from a fine Khouranean family 
took his inherited properties and investments and 
turned them into a sweeping mercantile empire cov¬ 
ering three realms. This gentleman in his late sixties 
possesses a great sense of humor and impeccable 
manners and taste. He also enjoys newly gained 
political power in Djafra. 

Other guilds of the Docandragh {including their 
total holdings in each domain); 


Regency Generated/Accumulated: 18/35 RP* 
Treasury: 4 GB. Uluine has no income, but his ally, 
the Emira of Khourane, provides for him. 

Regent: Uluine (MAn; WJJ; Vb. minor 19; LG) settled 
in this region 20 years ago. This kind-hearted but 
solitary" wanderer of about age 60 keeps to himself 
and avoids contact with most people. 

Other wizards of the Docandragh {including 
their total holdings in each domain): ^ 


Court Wizard of Rhuannach 
(Caekorwynn) 

Pash id the , Astronomer 

Emira of Khourane 
(Ktilihh bint Farida d-Mashd) 

Grand Sultan of Djafra 
IBeshid ebDjafara) 

Royal Mage* of Min Dhousai 
The Sorcerer of Mour el-Sirad 
(eb$ir&l) 


* Bc&aiam Guild 
(the Lamia) 

# Djafran Merchant League 
(Oulsira bint Fatih) 

♦ Dtagonsea Costeet 
(Huscti Trosane) 

* Gradny Coster* 

(Halimah d-Nasih) 

♦ High Lady of Rhuarmadi 
(Fiona bragh Garradhgynn) 

♦ Society of the Seipcntt 
(Da nun As part a) 

* Also in the Zhaiinge Valley. 

t Also in the Island States. 



The Lamia (7) 

Djafra (12) 
Mour el-Sirad (2) 
Min Dhousai (5) 

The Larrtta (7J| 

Rhuannach (7) 
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"Six days after the capture of the Storm runner, 
the Serpent '$ priests dragged ms out of our ceil m 
chains. They led us through a maze of noxious 
‘ we emerged in a great dark 


vaults, imril finally 
chamber with strange carvings and orwarefy fifed 
walls, There the Serpent awaited us. 

* _ "Its coils seemed with- 

I ^ X• out looped and 
11 1 1 ^ draped upon each other, 

shifting with a soft slith- 
0 _ — ering, CAancing 

_m over my shoulder .; 
» T£l g\ P| £§ l realized with 
m fcj m m MsK. horror that we'd 

waited beneath 
the creatures length to the 
,1111 I spot in which we stood , 

^ V/K/ "Down on your fences/' 

hissed one of the priests * 
Something struck me across the hacks of my calves, and 
l collapsed. When J lifted my head again\, l found myself 
sfarirtg into a regal reptilian face. The tongue lightly 
flicked t and the Serpent seemed to smile . 'Sssso . , . you 
piratessss would sssteal my treasure . . / it said, its voice 
dry and hard to understand L l squared my shoulders and 
looked the monster in the eye— and was lost, as the 
Serpents stare transfixed my very sowf, . . 

— from the journal of Abbadein el-Mcture 


U nlike the Plains, Zhalnge Valley, or 
Docandragh, the Island States have no uni* 
lying geographical feature and few shared 
oulturaLtraits. Ghamoura, Suiriene* the Isle of the 
Serpent* and the far-flung Sahirde el-Mehare and 
V ■ DragonJbles are all true island kingdoms, but this 
region also includes the realms of the Minotaur, the 
Magtau. and the peninsular Merasaf and Mairada. 
The heart of this region, the great Ajari Deeps in 
tar southeast, consists of great islands and thou- 
■ of islets and rocky shoals extending more than 

fr° m Ghamoura to the farthest peninsula of 
ISuiriene, Th t warm climate and frequent rainfall cre¬ 
ate near-tropkai/orests blanketing these peaks* 
JA'fcw ifendbound realms are considered Island 
V Slates hdcatise^they prove more accessible by sea 
QriTv a few tortuous trails wind through 
Eingers of Avan range from Khourane 
Mnlrf<li^;beninsula—the mountains there 
^ are all but 

impassable, 
as are 


those surrounding 
the Minotaur and 
Magian. And. of 
course, the Iron 
Hand Tribes cut off all 
land routes to Merasaf. 

the masetians 

L ong ago, the Island States area made up the 
heart of the Masetian Empire. Now only 
ruins remain- Like the good*aligned Vos, 
the Masetian race all but died at Detsmaar. 
Following this cataclysm, survivors—mostly the 
aged, infirm* or very young—found themselves 
forced to leave their mainland cities in the face of 
looters and invaders* The scattered people 
regrouped on the islands of the Ajari Deeps; after 
several centuries had passed, they seemed on the 
verge of saving their civilization. 

Their foothold in the islands did not suit the 
Serpent, who coveted all the region’s sources. About 
500 years after Deismaar, the awnshegh bestowed a 
curse on every remaining Masetian sorcerer, cor¬ 
rupting their potent magical skills to create rifts to 
the Shadow World. Unspeakable horrors entered 
Cerilia through these rifts and devastated the 
Masetians. Some believe that these horrors—which 
the Basaiji called the hasir irfeotm, or “bringers of 
death'—still linger near island mins. The only 
Masetians the Serpent saved were those living on 
his island, who now serve him as slaves. 

other islands 

S ix days' sail south of Suiriene lies the Sahirde 
el-Mehare: the Golden Archipelago, A shorter 
voyage west brings one to the Dragon Isles, 
or Western Archipelago* These volcanic islands 
range in size from one land mass larger than even 
Suiriene—Besarif in Sahirde el-Mehare—to count¬ 
less tiny islets and reefs. 

The Masetians visited both island chains for a 
thousand years and even settled them for brief peri¬ 
ods. However, when Basarji seafarers came upon 
the islands more than 1,500 years ago, they set up 
colonies there* Today, each archipelago houses a 
handful of small city-states centered on the larger 
islands. 

These island chains thrived on Basarji trade for 
centuries* but when Djapar closed its ports* trade 
withered. Today, they supplement their sugar cane 
trade with piracy along the GeriJian coast as far 
west as the Isle of the Harpy. 
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isle of the 
serpent 


Alignment: Lawful evil. 
Status: Not available for PCs, 


Isle of the Serpent 

Province Law Temples Guilds Sources 

Gallia tin (1/8) Scm(l) Son (1) SOS(1) Ser (8| 

fvtesetium (6/3) Son f6)* Son (6) SOS (6) Set (3) 

Abbreviation*; Son * Sons of the Serpent f Labial); SOS ■Society' of 
the Serpent (Dariim Asparta); Ser^the Serpent. 


Society of the Serpent 


Holding 

r Guild 

Guild 

Guild 

Law 

Guild 

Law 

diiild 

Guild 

Guild 

Law 

Guikf 

Law 

Guild 

Guild 

Guild 

Law fc*. 

Guild 

Law 

Guild 

.Law 


Level 

I 1 I 

6 

2 

0 

2 

3 

1 

A 

2 

A 

2 

2 

1 

2 

1 

1 

3 

*3 


l 


Pnwinc e/Rating* 

Calliaru (i/8) 

Masetium (6/3) 
ct-A*sife (3/4) 

Baercd (3/2) 

Green Mountains (3/4) 
M a sc tide (5/0} 

Ba ^ira (3/4) 

Dja|Ttf|7/(>) 

i hirda Wl) 

F bfrdrt (4/3) 

Nimeto (5/2) 

Murida (5/2) 

Adeid (2/3) 

Barein (2/5) 

Her Falab (6/1) 

Ber F.ilata (6/1) 
el-Sirtc (1/8) 
f .tcfdein (3JG) f 

Mairad.t ( 6 / 3 ) 

M.ihada (6/3) 


Dumain/Kukr 
Isle of the Serpent 
Isle of the Serpent 
Stiiriene/Buired 
Suiriene/Buired 
Suirtene/Buircd 
Suiriene/Buired 
Djafra/tUDjalan 
Ojafra/el-Djafar.t 
Djafra/eLDja fara 
Djafra/cLDjafara 
Djafra/cl-Djafara 
Pfafri/el- Djafin 
Khourane/el-Mashil 
Khourane/e I - M a ^ hil 
Kbo ii r a ne/el* M a $ h i I 
Khtnirane/eLM as flJ 
Khourane/ci-Maihil 
MaiimtU/R II ni 
Mairada/Rjlni - 
Mairad,i/RUni 



Sons of th^pL-rpcnt 
Holding Level Prm ince/Katings 


Temple 1 
Law 


CftlUanaU/fe) 
Cadi,ma (l/$) 
Muctiufn ( 4 /^, 
Matctium ( 6 /J) 


Do mairti/R tiler 
Isle of the Serpent 
Isle of (he Serpent 
of the Serpent 
lylc of the Serpent 


L JndkaUa .a holding fcsrtJftetl by i caslje 


Provinces/Holdmg^: The last remnant of Masetian 
civilization dings to life on the Isle of the Serpent. 
1 he Serpent* a firs i-genera tion awns he gh of great 
power and intelligence, has declared himself a deity 
and demands the utter devotion, obedience, and 
worship of his subjects. .Skilled in sorcery* intrigue* 
and diplomacy* the Serpent hatches far-reaching 
plots too numerous to count* 



♦ Law* The omnipresent Sons of the Serpent police 
the island and maintain the awnshegh’s hold on 
the law, Priest Lord Lakial (MKh; Pr7 f Serpent ; 
Vo* tainted, 10: NE) donates most of his regency 
to his master, 

♦ rumples; The Sons require all citizens to attend 
their rituals. As these priests can cast up to 5th* 
level spelts, perhaps there's someth mg to the 
Serpent’s claim of divinity 

♦ Guilds: The Sons" twin organization* the Society 
of the Serpent, is a brotherhood of thieves* spies, 
and corrupt merchants, Working through seduc¬ 
tion* intimidation, and the poisoned knife in the 
dark, agents of the society operate secretly in 
neighboring lands but openly in their home 
domain. 

The awnshegh collects regency for this network 
of assassins and criminals through a vassal named 
Darius AspArta, also known as the Serpent's Hand* 

♦ Sources: Ry the Serpent's order, the northern 
province ofiiis island goes unsettled, so he can 
use the land's power for his sorcery^ 

Regency Generated/Accumulated: 73(100 RP* 
(This total includes the 25 CP the Society of the 
Serpent owes the awnshegh each domain turn, as 
welt as the 30 RP the Sons and various vassals give 
their master.) * 

Treasury; ITie Serpent s vaults hold 35 GB, He nor¬ 
mally collects about 10 GB per domain turn, but his 
vassals donate an additional 15 GB. 

Arhvy; The av&sheghii armed-forces comprise: 

♦ 3 units of elite Serpent Guards 

♦ 6 units of infantry 
: * 1 unit of artillerists 

Ndfry 8 Serpent galleys* 5 cJhoiiras, 4 dhows 

Regent; The Serpent (MAw; F18/W12; Az. true , 77; 
LE) remains one of the oldest and most powerful of 
I all the awnshegh! ien, At Dcismaar he served as one 
*of Azrars great captains in the naval battles along 
the Adurian coastline. After the cataclysm, he 
returned to his homeland of Masetia and claimed 
his native realm as his own domain. 

Reliable reports state the Serpent no longer even 
resembles a human* His transformation has been 
complete for centuries now. Unlike the Magtan. 
who makes brief appearances to speak to his sub¬ 
jects, the Serpent governs his domain through a 
small cadre of elite lieutenants. No one has seen 
him outside his palace in hundreds of years, 

The Serpent rules with ruthless efficiency* inhuman 
patience, and brutal cunning. He amuses himself by 
creating plots within plots among his lieutenants* who 
struggle to keep their positions and oppose each other 
for the awnshegh's favor* The Serpent rarely resorts to 
violence to resolve issues; he prefers to operate 
through suggestion and insinuation, duping his vic¬ 
tims into destroying themselves* 


3 j 

4 


3 * 












♦ Lieutenants: Recently, the Serpent raised a^youngv 
woman, Ektla (FKh; Pr2. Serpent; N), to a posi¬ 
tion he calls his Voice, As the Semw Voice, 
Ektla speaks for him on any matter and has run 
the domain, for all intents and purposes, for 
some six months, The awnsheghs other lieu¬ 
tenants felt mystified when their regent elevated 
this nameless waif to such a high position, but 
none of them dare harm hen Ekila has worked to 
ease some of the awnshegh’s harsher policies, 
and so far her master has not countered her. 


Important NPGs; The Society of the Serpent is 
one of the strongest organizations of guilds and 
assassins in all Khina.vi An ambitious killer, Darius 
Asparta { MKh; T13 ; Br, major 23; NE), won the 
leadership of the group by arranging his predeces¬ 
sor's death. The Serpent allows the society a great 
deal pf liherty in its actions but demands most of its 
regency as his price, 

Asparta’s fine features reflect his muted Khtnasi 
and Masetian heritage. The tall man wears a goatee 
and dresses in light leather armor. This master of 
poison arways carries several envenomed weapons. 
Secretly, he plots to assassinate the Serpent and 
take the awnshegh’s place. But he suspects his mas¬ 
ter knows his plan and awaits the inevitable attack, 
Bw The Sops of the Serpent, sometimes called the 
v\ s frpent Priests, represent the domain's only orga¬ 
nized religion. Although they wield much less influ- 
^ice in other lands than the Society of the Serpent, 
the. awnshegh values their loyalty and service highly 
Fne High Son of the faith, a wizened old man named 
Thatio (MKh^Pr6 t Serpent; Vo. divest ed f ffc /El , Jfraig 
heyo »grantecf*the supreme privilege of attending the 
a* price. The High Son was forced to 
" tlie Sons to his chief lieutenant, 

‘ Catmy survivor and manipulator. 


^ ke the other isles of the Ajari Deeps, 

jthi^island erijfcys a warm, rainy climate. Its moun¬ 
tainous terrain boasts both dense forest and impass- 
■-able gorges, fhe island is littered with ruins of the 
rr _ rrTT who lived here 20 centuries ago, but the 
Serpent has ordered that no one tamper with them. 

The awnsheghs subjects remain the last living 
Masetians. although their blood has mixed with that 
of the Basaijl Only about 5% of the island s inhabi¬ 
tants can consider themselves full-blooded 
Masetians; another 30% to 40% derives from mixed 
ancestry. Many features of Masetian culture—archi¬ 
tecture, language, and institutions of ji* slice—remain 
on the isle. Unfortunate!}; the awnshegh s pervasive 
influence has distorted this ancient culture to a mere 
mockery- of the original. 

Most of the island's people consider their 
regent a divinity and follow his dictates with 
zealous fervor, The priests' enforcement of 
the Serpent's laws can prove 
extreme at times. 


► CapifU The isles only sizable settlement is 
Masetium—the original seat of the Masetian 
Empire—which rambles for miles within its 
labyrinthine walls. The Serpent's palace occupies 
a low; hill in the center of the city, guarded by 
hundreds of fanatical troops. Beneath it lies the 
awnshegh's lair, which stretches through miles of 
dark, dank tunnel; and hidden vaults* Outsiders 
summoned to this lair never return, 

1 Trade goods: None 


Allies: None. 


.Enemies: So far, the 
not subjugated anotb 
state, but travelers whisper 
that the Serpent is build¬ 
ing an armada to 
invade Mai ram to 
the north. ' 
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the maqian 

Alignment: Lawful evil. 

Status: Not available for PCs. 


Province Lew Temples 

Aktarsk (3/3) Mg (3)* Bnk. (3) 

Boltwhoy Kavkax (2/5) Mg ( l) ElS(l) 

Donskoy (3/6) Mg (3) Bnk (3) 

Kiycgov (3/5) Mg (31 Bnk (3) 

Melekes (2/6) Mg (2) EtS (1) 

Pipiyet (2/3) Mg (2)* Bnk (2) 

Ry'Peski (2/7) Mg (2) EtS (2) 

* Indicates a holding fortified 1>y j c.istlc. 


Guilds Sources 

DrC (3) Mg (3) 
MCS (1> ,,Mg (ft) 
Drt7. (2) :Mg(4) 
Mg (5) 
MCS (I) Mg (5) 
DrC (3) Mg (3) 
MCS (1) Mg (6) 


Abbreviation!: Mg* the Maguin; Bnk»Alfni^it> r Bdiiulc. 

(Gubrend Son(fcoe); DrC* Dragon sea Co.^|- (HiTfctf Tra&arie); 
EtS^Church of the Eternal Seas (CeRmne AI^ESSS^; 
MCS-Merchant Con wLArtium of Suiricnc (Strand Fasir), 


Provinces/Holdings: Once called Famcnna, the 
Khinasi domain on the Essenshaal Peninsula fell fto 
a powerful Vos army that fought its way through the 
highlands of Min Dhousai more than 200 years ago; 
The realm stood as the crude Vos robber barony 
Pipryet until an awnshegh called the Magian landed 
with his forces on its eastern shores six jyears ago. 
After quickly killing most local nobles* the Magian 
conquered the domain entirely within a few months 
of his arrival. 

Now everyone just calls the area the Magiafrs* It's 
a war-tom realm whose people found themselves 
given the option of absolute obedience to the power¬ 
ful awnshegh wizard or death at the hands of his 
fanatical troops. These inhabitants seem quite an 
explosive mix of Khinasi, Vos, and foreigners from the 
Magi Ans homeland across the Sea 6f Dragons, 

♦ Law: The Magian s military forces double a$ a 
ruthless police brigade. They tolerate no 

__ crime and immediate^ suppress iny 

activity or group that might threaten 
the MagiaiVa rule. The awnshegh 
has the full support and loyalty 
of fristpQpLilace at the 
moment, although his 
5 critics (quietly) 
observe that it's 
\ Jut of fear, not 


m 



Temples: Surprisingly the Magian chooses not to 
interfere with the operation of the temples of the 
state j The Vos populace reveres Betinik, the 
realm's most widespread faith. A small temple 
devoted to Nasri. the Church of the Eternal Seas 
out of Suiriene* controls a few small temples 
along the coast 

♦ Guilds : The Dragonsea Coster and the Merchant 
Consortium of Suiriene both have small conces¬ 
sions in some cities, but the Magian** troops watch 
them very carefully Several times ip the last few 
years* the Magian has enacted new laws of the 
land* enabling him to pillage the emporiums. 

♦ Sources: The Magian wrested control of the land's 
sources away from the sorcerers who had served 
Pipryet’s baron. However* the five Royal Mages 
of Min Dhousai have blocked his attempts to 
expand farther. 

Regency Generated/Accumulated: 44/25 RE 
Treasury: The Magian has 10 GB at the moment 
hut cams 30 GB each domain turn. 

Army: The awnshegh has a construction brigade of 
five units of light infantry. His battle division 
includes: 

♦ 2 units of Khinasi medium cavalry 

♦ l unit of Vos archers , ■ 

♦ 3 units of Vos infantry 

♦ t unit of scouts * 

Regent: The awnshegh known as the Magian 
(MAw; W20; Az> major. 44; LE) holds this land in an 
iron grip. The reclusive creature prefers to rule 
through his minions and rarely shows hi ms 
public—rumors label him a lich of] esfraori 
power. When he does appear to hijLsijbj 
cloaks himself in impenetrable iHwsioAito appear as 
a tall* shadowy figure with no disceifihle features* 
Often, a lesser awnshegh minion na&d AhaEaru* 
(MAw; W10; A^, minor 13; LE) appears tn his gliise ,j 
The Khinasi know little of the wizard's goafs of 
capabilities. He frequently demonstrates a fearsome 
command of sorcery—the wise assume that no spell 
or enchantment lies beyond his power He remiTts 
often for his battle division* as well as for a new 
training program for magicians. Clearly he intends 
to expand his domain by force of arms and magic— 
the only questions are when and where* 

♦ Lieutenants: Twelve powerful warriors and sor¬ 
cerers known as the Riders serve the Magian* 
captaining his armies and executing his most 
secret missions. Folks think them undead lords, 
called back to life by the awnshegh f s foul sorcery. 
Nothing that occurs in this domain escapes the 
notice of the Riders, and few who rouse their 

wrath are ever seen or heard from again* 




















Important NPCs; The Great Battle Priest 
Gabrend Sontrene (MV; Pr5 f Btlinik; Az t minor, 15; 
CEJ leads the Almighty Temple of Belinik. Many 
Vos temples scorn the central organization struc¬ 
ture of the faiths of other peoples; the priests of the 
Almighty Temple spend their time among the dans 
and warriors of the state instead of gathered togeth¬ 
er in one main temple. After Pipryet’s defeat, the 
Magian quietly installed Sontrene as the new head 
of Belbik's worshipers. So far, he has done exactly 
as the wizard wishes. The priests of the Almighty 
Temple are firm loyalists as well. 


Description: The Magian has transformed Pipryet 
from an unsophisticated backwater to a strong and 
efficient war machine. Traveling in the area proves 
dangerous, as the Magian's soldiers police virtually 
the entire state and maintain frequent watchtowers 
and checkpoints. Even natives of Pipryet must 
apply for permits to travel from town to town. 

Most locals have embraced the Magian's call to 
arms. The Vos warriors who used to control this 
state make up the bulk of the battle division now. 
(The creature rallied them wit$\ promises of loot and 
conquest.) The Khtnasi of this land, all second-class 
citizens under Vos rule, now receive equal treat¬ 
ment and can bear arms. Nature By, they vicWqthe 
Magian not as a tyrant, but as their liberator and 
defender, 

Magian holds court in the old 
Baron of Pipryet, in the city of the 
Towever, he spends quite a bit of 
time secluded in a fortified tower in the province 
Aktarsk. He receives few visitors there—his 
Riders govern ably in his absence, 

• Trade goody; The Magian trades ioc|t : fish and 
seafood harvests for ore to forge we a pons to bet¬ 
ter equip the army. 

Allies; The Magian forged alliances witH 
Yenioskiy- and Rhuannach. Currently he courts the 
Defender of Merasaf as a new ally, seeking to turn 
him against Min Dhousab v 

Enemies: All the awnshegh s neighbors view his grow¬ 
ing strength with great alarm. Public opinion makes 
the states of Khourane and Min Dhousai die Magian's 
first targets in his inevitable bid for expansion. ~ 






■suifiene 

Alignment: Chaotic good. 

Status: Recommended. 

’’--- 

Province MV Temple* Guil4* Source* 

ct^iiiire (3/4T" MBu (2) DTK |3) SOS (3) WM (3) ~ 

B«rv<l (3/2) MBu (3) CIA (2} MCS (2) WM (2) 

$OS 10) 

Cape (3/7 ( MBu (1) KtS(2) MCS <2)WM"(4)' 

(.:«*« Mcnrhlaiirt-f3/4) MBu (2) WSK'dl SOS (2t WM (3) 

Miuaiiek (S«r ’mIuJbJ^'gBC( 3) vff'S f$) WM (fi) 

SOS (2) DTH (2) DrC (2) 

1C MBu (0) 

1 Northcape (1?H> MBu (1) GTA(l) MCS(1)WM{7) 

Tat?fc Plain (0/5) — — — WM {2) 

♦ Indicates a balding fortified by a castle. 

Abbreviation*: MBu^M teles Bui red (Siuricne): DTH^DrEigoi'ise^ 
Temple of MjicOyni (Aiiej (Ol.ilic); SOS^Socicty of the Serpent 
(Darius Asparut); WM=the Wind Mage (Nashal ihn Remil ); 
GTA^Grcat Temple of Avan I (Dizel Lafinc); MCS=Merchant 
Consortium of Suiriene (Sarand l>sir); litS=CJhurcti of Eternal 
Seas {Cedrianc Aljdusnc); W5K** While Sivord of KhircUi (pa mud 
min Gheirut); DrCaPragansea Coster (HiiKeti Trojwine). 

-4- 

Provinces/Holdings: A former colony, Suiriene has 
enjoyed independence for more than four centuries 
but still retains many Amiircan laws and customs. 
Descendants of both Basaiji and Anuireans live here, 
relying on the sea for trade and communication. 

♦ Law: 'Hie lord governor's police have a firm grasp 
on the law holdings of Suiriene* However, agents 
of the Society of the Serpent have infiltrated sev¬ 
eral provinces, especially the poorer neighbor¬ 
hoods of the city of Masetiele. 

♦ Tempfes; The people of Suiriene have always 
called on whichever god they thought would 

hear them, so the island houses a variety of 
temples. Both the Dragonsca Temple 
of Haelyn, led by Anea Kafalie fFA; 
Prt, Haclyn: An, major, 29; LG), 
and the Church of the 
Eternal Seas, governed 
by Cedriane Alghasnc 
(FKh; Pr4, Nasri ; 
Ma, minor, 15; 
N) make their 
headquarters 
here. 


♦ Guilds: The Merchant Consortium of Suiriene* 
under Sarand Fasir fiWKfc; T5; Br. minor 20; NJ, 
dominates trade in this area of the Islands, but 
Min DhotisaTs Dragonsea Coster wants to 
expand its foothold. Agents of the Society of the 
Serpent also work toward gaining control of 
Suiriene's trade, 

♦ Sources: Following the Anuirean custom* the lord 
governor received no schooling in magic* 
Instead, he relies on his court wizard to watch 
over magical events in and around Suiriene, The 
loyal Wind Mage does his job well and spends 
quite a bit of Lime at court. 

Regency Generated/Accumulated: 27/40 RP, 
Ti^aSMy: Suiriene s treasury holds & GB. Typically, 
the collectors bring in about 12 

GB per domalh turn. Royal sea trade routes from 
Masetielc to Adara in Mtn Dhousai and to Ber 
Palate in Khouranc generate an additional 11 GB 
per turn. (For more on sea trade routes, see Fart VI: 
War and Trade by Sea,) 

Army: Suiriene s navy is its military strength: 

♦ 4 units of Khinasi spearmen 

♦ 2 units of Khinasi light cavalry 
Navy: 12 dhouras, 7 zebecs, 3 dhows 

Regent: Mietes Butred (MAn; F2; Br, major 27; 
LN) rules Suiriene as lord governor; nobles here still 
use the old Anuirean titles. This cold, calculating 
man of about 30 stands a little over 5 feet in height 
and seems to have little or no sense of humor. 

Die current regent inherited lordship of the isle 
about six years ago* when his father was murdered 
by agents of the Serpent. The previous governor's 
extreme popularity appears to be more than 
Buired can match—the people feel dissatisfied 
with his rule, despite his reputation for compe¬ 
tence and fairness, 

♦ Lieutenants: Buired's chief lieutenant and most 
valuable adviser is the Wind Mage. Nashal ibn 
Remil (MKh; W9; Vo, minor 19; LG) is a skilled 
wizard who served his father for many years. 
The Wind Mage is the principal weapon in the 
lord governor's campaign against the Serpent's 
influence. 

Important NPCs; A fierce Vos pirate named Ilya 
Dzerinnik (FV: FI ; An, tainted, 8; GB) wants to 
muster a new crew by recruiting in the lowly neigh¬ 
borhoods of Masetiele. She lost her ship two 
months ago to a Mairadan coaster and drifted with 
the wreckage until she washed up on Suiriene's 
shore. Her ongoing campaign of robbery- and mur¬ 
der has partially restored her finances but also has 
brought her to the attention of the Society of the 
Serpent. This sinister group has offered to bankroll 
her return to the high seas—with a few conditions. 







Uva gladly accepted and hopes to steal a warship 
from the Suirienean navy within weeks. 

In the tangled forests of Northcape province, a 
powerful druid called el-Badein ("‘the Nameless 
One") keeps a shrine dedicated to the god Aerie, 
While the Khinasi do not generally venerate the for¬ 
est lord by any name, the Anuireans brought his 
worship to Suiriene hundreds of years ago, Ef- 
Badein (MKh; Pr9, Aerie; Re, tainted , 5; NG) now 
seeks acolytes to cany his god's message to the 
shores of the Docandragh and halt the logging of 
that mighty forest. The lone druid's influence has 
not yet proven strong enough for even a holding (0), 


Description: Like the other realms in the Ajari 
Deeps, Suiriene remains first and foremost a sea 
power. In fact, more than half of all Suirieneans 
make their livings from the sea, either as sailors, 
merchants, or fishermen. Locals number among the 
most advanced seafarers in all Cerilia, and their 
ship designs include the best features of both 
Khinasi and Anuirean vessels, Shipbuilding has 
become the most highly regarded craft of the island, 
Suiriene seems a stable realm, but the people 
have a strong streak of independence, and they 
don't always agree with the lord governor's edicts. 
Worse yet. the island holds great interest for the 
Serpent; the awnshegh pours resources into infil¬ 
trating and corrupting the realm, 

♦ Capital; Strong towers and a powerful navy guard 
Suiricne's greatest port and capital: the city-state 
of Masetiele. The lord governor's palace, a small 
walled compound, overlooks the sea from a 
clifftop, Masetiele has no landward defenses, but 
regents have always protected it heavily with forti¬ 
fications and various war machines, 

* Trade goods: The local shipyards—the finest in 
Khinasi—take orders from ail over Cerilia. Much 
of Suiriene has been deforested by the ship¬ 
wrights’ demand for timber, and only the lord 
governor’s personal protection has kept 
Northcape from the same fate, 


Allies: Though officially neutral, Suiriene has 
always remained on particularly good terms with 
Mairada, Khourane, and Merasaf. 


Enemies: The priest lords of Ghamoura harbor an 
intense dislike of Suiriene's open attitudes toward 
religion. Relations between the two Island States 
currently are veiy cool. 


Mb r 




ghamoura 


the magical am. Thus, the island's sources remain 
untapped—a fact which has greatly hampered the 
Serpent’s efforts to insinuate his agents into 
Ghamouran society. 




Sources: This state differs from most others in the 
Sun Coast in that the locals consider sorcery of all 
kindv^ vile crime against nature. No wizards inay 
practice their arts islajftd^ind even a brief 

vi/it can provejwiy dangercu* for a practjtionerlpf 


Alignment: Lawful neutral. 
Status: Recommended. 


Province 
AJcinw (5/1) 

Ope Alceis (3/6) 
el'Denebi (3/3) 

el-Feyin (1/8) 
Izidu ( 1 / 8 ) 

Ra* Belber (2/7) 
Xomad ( 2 / 7 ) 


HTN (3) 
MtN (3) 

V 

HTN ( i) . 
HTN at. 
HTN (2). 


Temples 

HTN (4) 

HTN (2} 
HTN a> 

HTN (l) 
HTN ll> 
HTN (2} 

HTN {2) 


Guilds 
LPM (3) 
MCS (2) 
LPM (2) 
MCS (2) 
LPM (0) 
LPM (0) 
LPM (l) 
LPM (2) 
LPM (1) 


Sources 


Abbreviations: HTN*Ha]raT((wlr of Nasri {Markhab d- 
Aldezar); LFM^Lcague of Pious Merchants (Tdin bin Shamil)j 
ii htCS- 1 Merchant Consortium rif Sutricnc (S.it'.md Faiir). 

- M - 

oviuces/Hol dings: The island state of Ghamoura 
under the rule of the h^oly Temple of Nasri. It 
every aspect of the reptm, enforcing lives of 
morality on the GW^nourans. 

The priests control eveiy available law hold¬ 
ing, and the temple’s bureaucracy and inquisitors 
serve as the island’s government and constabulary 
Tempics; The ruling Holy Temple of Nasri, some¬ 
times called the GhamouranVflemple, permits 
only Nasri’s faith on the islancJjrThe inquisitors 
^consider all other priests heretic—and worship 
of other deities is punishable by death, 
Ghamourans acknowledge that gods and god- 
dans besides Nasri do exist, butlmey don’t tol- 
eratekjeople who worship them. 

♦ GwilaS^ Ghamourans tolerate thieves about as 
much as heretics; the punishment fot jeven petty 
theft is .quite severe. However, inquisitors do 
allow legitimate merchants to operate', as long as 
they tithe ld% of their income to the temple. The 
Merchant Consortium of Suiriene msttUim a 
presence hens but the temple endorses the 
League of Pious^ erchants and its regeAt Tahn 
bin Shantii (MKkftT2; Br, tainted, 6; LG J, ' 


it 


Regent: The temple and the state follow 
the High Priest Markhab ekAldezar (MKb; Pr7, 
Nasri; Ba, great37; LE) t the sixth high priest of his 
geirhou. In Ghamoura, noble titles and properties 
lost their significance many years ago, so the ajaza- 
da families began to place their children in impor¬ 
tant temple positions rather than the sultan’s court. 
Although the priests of Nasris temple don't marry, 
most families are large enough that a nephew or 
cousin can take up the priesthood of a relative who 
passes away 

Markhab el-Aldezar stands a towering 6 feet, 8 
inches in height, with a bony but athletic build. The 
priest, in his late thirties, shaves his head in keeping 
with the custom of all Ghamouran Temple priests. 
This ambitious but patient man slowly gathered 
support during his 20 years of temple service before 
forcing the previous high priest into early retire* 
ment. He dreams of extending the true faith of 
Nasri to the '’hedonists and degenerates* of neigh¬ 
boring lands—with the edge of a sword, if need be. 

Important NPCs: Muerrezm Laila bint Cidro el- 
Shaula (FKh: Prl2> Nasri; An, minor 13; LN) leads 
the temple's inquisitors. This priestess has raised 
the practice of witch hunting to an art; her hand¬ 
picked guards of temple soldiers and priests roam 
the island in search of magicians and wizards. 

The idealistic young muerredal (paladin) Ketifa 
min Tomad (FKh; PS, Nasri; LG) has begun a cru¬ 
sade to end corruption within the temple. She has 
sworn secretly to expose the high prefect’s under¬ 
handed dealings and to install a true priest on the 
throne. 

Description; Like the other islands of the Ajari 
Deeps, Ghamoura boasts mountainous terrain with 
dense forests and a warm, rainy climate. Its people 
seem quiet and orderly, carefully avoiding actions 
that might call the attention of the temple’s inquisi¬ 
tors. Although some may resent the temple’s control 
over their lives, most people enjoy the security and 
order Nasri's church provides for them* 

Ghamoura trades timber, fruit, iron, and copper 
to the mainland, especially the arid Plains States. 
But just because such realms trade with this domain 

doesn't mean 
* th ey approve 

of Ghamoura *s 
policies. In fact, 
the high priest's 
tyranny has alienated 
many of the state's old 
allies, like pjafra and 
Su 







mairada 


Alignment; Neutral. 
Status: Recommended* 


Province 
Cccidein (3/6) 
Palcefr {W) 
Mairada (6/3) 


Abbreviations: AM«AUliln el-Mair (Mairada): GTA«sGreat 
Temple of Avani (Dtzel Lafir?:); SQS-5r>ciety of the Serpent 
{Darius Asparta): TiUTempIc of Rilni (Jahil min Rilru); 
MTC-Maraidan Trade Company (Alaiib\ el-Mafr); W5X*VVhi^ 
Sword of tOurdai (Fanwd min Ghcinrt). 


Law 

Temples 

Guilds 

Sources 

AM (1) 

GIA (2) 

SOS (3) 

TR 

(6) 

SOS (2) 

OTA ( 1 > 

MTC|2i 

TR 

17) 

AM (3) 

GTA (2) 

MTC <4) 

TR 

13) 

SOS (3) 

TR(2> 

SOS (2) 




WSK (2) 





P ravin ces/Hal dings: Mairada, a tiny state of three 
provinces, clings to the southernmost tip of Cerilia, 
Isolated from its landward neighbors by the impass¬ 
able Fingers of Avan, Mairada has turned its atten¬ 
tion to the sea while maintaining a reputation for 
political neutrality. 

♦ Law : The Sultana of Mairada enjoys respect 
throughout the state, hut she rarely tries to force 
her will on the people. In fact, she maintains only 
minimal law holdings—the Society of the 
Serpent controls the rest* 

♦ Temples: The most popular church in Mairada is 
the Great Temple of Avani, led by Dizcl Lafirz 
(MKfe; Pr3 t Avani; Ra, great, 31; LG). Still, a fair 
number of people follow the teachings of the mys¬ 
terious Temple of Rilni, Mages and others from all 
over Khinasi come to the temple in Mairada 
province to swear loyalty to the god of magic* 

♦ Guilds: As locals value trade, their Mairadan 
Trade Company dominates the local guilds. 
However, the Society of the Serpents influence 
increases daily 

♦ Sources: The mage-priests of the Temple of Rilni 
protect the countryside's magical potential The 
realm is home to mages of varying degrees of 
skill, several of whom may access the temple’s 
sources. 


ascended to the throne, she took up 
the part-time study of magic for 
entertainment. 


m 


Important NPCff: The elder 
priest jfabil min Rilni (MKh; 

Prl3, Rilni ; Vo, minor, 19; NG ) 
leads the Temple of Rilni, mak¬ 
ing him possibly the most influ¬ 
ential person in the sultanate. 

Since the sultana frequently 
ignores matters of state, the priest 
often makcjtifccTslbm for the entire 
reajgpt nftt just his temple* Many offi¬ 
cials and courtiers have learned. j(p ask his, 
opinion before obeying the sultanas rirders. 

The short, bandy-legged man descends from the 
common herders and nomads of the plains States* 
He came to the Temple ofRjlm as a lad of 12 sum¬ 
mers W learn magic: He never l£fi. 

Description: Protected by impassable mountains 
on one side and the sparkling waters of the Ajarf 
Deeps on the other, Mairada is a kingdom of 
breathtaking sea cliffs and sun-drenched fishing 
villages clinging to sheer mountainsides. Although 
the poor soil makes farming difficult, the sea pro¬ 
vides all the bounty Matradans need to fill their 
tables* 

Because of its location and reputation for neu¬ 
trality, Mairada often functions as a meeting 
ground for neighboring regents* Of course, its 
indifference to the affairs of the lands around it 
have made this state a center for diplomacy 
intrigue, and double-dealing* Mairada also enjoys 
renown as a place where one can buy or sell any¬ 
thing; its markets welcome ships of all origins. 
Even the green-sailed Serpent galleys call here, 
exchanging gems and tropical hardwoods for 
more mundane supplies. 

Nearly half the population lives in the capital, 
Mairada, on the west coast of the mainland. The 
rest of the inhabitants are scattered in villages along 
the shores of the mainland and the islands of 
Dalcefr and Cccidein. One can easily make out the 
Isle of the Serpent due south from the heights of 
these islands* 




V: ?&. 

&JSSe* 


Regent: Sultana Atassin el-MaVr fFKh; T6W3; Ba, 
minor, 16; N) t a handsome lady of about 50, has a 
taste for the trappings of wealth. In her palace, luxuri¬ 
ous revelries and galas are the rule, not the exception, 
EI-Mair believes in letting her subjects govern them¬ 
selves, and the people reciprocate by demanding little 
of her time or attention, 

The sultana's position among the Mai'r dan—the 
oldest and wealthiest in all Mairada—allows her to 
control the geirhou's considerable merchant enter¬ 
prises and properties, including the Mairadan Trade 
Company. As a young woman, Alassfn el-Ma'ir 
learned the merchant arts well. But, when she 






maze 

of maalvar 


Alignment; Chaotic neutral. 
Status: Not available for PCs, 

--- + 


Province 

Law 

Temples Guild* 

Source. 

Cape Aiwtr (0/4} 

— 

— — 

Mu (4) 

Betd (1/5 ) 

Mu ( 1 ) 

Ve(l) - 

Maa (5) 

JUrtj (1/3) 


Ve(U - 

M.u (2) 

fta* NaM (0/3) 

— 

— —. 

Maa (3) 

cl-Saronmc (1/3) 

— 

Vr ill - 

Mea(3) 


Abbreviations: M.i,* = MdaIvjr the Minotaur; Vc^Vede. 




Provinces/Holdings: Between the highlands of 
Khourane and the Sea of Dragons lies the Maze of 
Maalvar a lonely land of sheer peaks, unexplored 
forests, and gorges carved by wild streams. This is 
the domain of the Minotaur, a cryptic awnshegh 
who retreated here in the centuries following 
Deismaar to hide his curse from hts fellow men. 

Maalvar does not live alone in this land. When he 
came to the Maze, he found a few Khouranean set¬ 
tlers ('whom he quickly routed) and aboriginal dans of 
halilings living in the realm's secluded valleys. These 
people, the Itave, have dwelled here quietly as long as 
anyone can remember—when Basarji explorers first 
roamed the Maze, they assumed these halflings were 
native Cerilians, (No one knows why they chose to 
leave their idyllic Shadow World — apparently for 
good—so long before the rest of their kind.) Now the 
rest of the continent has all but forgotten them. 
Curiously, Maalvar acts as their guardian, preventing 
outsiders from interfering with their way of life, 

♦ Law: No more than a few hundred people live in 
any of-the Minotaur's provinces, so law holdings 

* prove largely unnecessary, 

# Temples; The Itave follow a local druid, worship¬ 
ing spirits of earth, air, and water with simple 
ceremonies performed under the sky. 

♦ Guilds: Again, the Itave have settled 
this realm so sparsely as to make 
organized trade (or crime, for 
that matter) impossible. 
Merchants of neighboring 
realms have tried to 
make contact with 
the Itave or log 
the outlying 
s woods of 


the Maze, but Maalvar reacts violently to such 
incursions. 

♦ Sources: A warrior early in his life, Maalvar began 
studying magic to find a cure for the manifesto* 
tions of cursed Azrafs blood. Although he has long 
since abandoned hope of reversing his condition, 
the awnshegh remains a competent sorcerer. 

Regent: in the distant past, Maalvar fMAw; FT8: 
Az. major* 36; CNj earned a reputation as a noted 
hero who battled evil across Cerilia for years, 
However, he didn't realize he carried a dark taint— 
the Wood of Azrrn's line ran in his veins. As he grew 
more powerful and famous, he found himself strug¬ 
gling to resist the impulses to violence and cruelty 
that tormented him. Eventually, he lost the fight, 
and his body twisted into a horrid hybrid of man 
and bulk (A Khinasi tale claims his tramformaiion 
occurred after he killed the Sandpiper, an awnshegh 
who used to inhabit the Tarvan Waste.) Maalvar fled 
to the remote mountains and forests of the Maze, 
and there he still hides. 

The awnshegh does not rule the Itave; in fact, he 
tries to avoid contact with them, fearing he might 
do them harm. Unfortunately, from time to time he 
seems unable to control the bestial rage that seethes 
in his heart, and he rampages through the 
Labyrinthine gorges and woods, destroying eveiy- 
thing in his path, Itave elders recognize his inherent 
honor, but their wisdom holds no cure for the 
Minotaur's curse, 

Description; Some of the Maze feels desolate, with 
only a few scattered Itave camps, while other 
provinces have significant forest. 

The heart of the Maze, Bei’d, lies near the center 
of the domain. In a hidden gorge stands the 
labyrinth of Maalvar. a evdopean construction of 
featureless stone walls more than a mile across, No 
one knows who built the Labyrinth or why, but it 
predates the arrival of humans in Cerilia and is 
clearly not of elven, dwarven, or goblin origin. The 
Minotaur makes his home in a small keep in the 
center of the Labyrinth. 

For centuries now, the Minotaur has been build¬ 
ing on to the Labyrinth, improving its original 
design to make the Maze next to insoluble. The 
structure serves two purposes; First* it prevents 
intruders from troubling him. Second, when the 
awmshegh flies into a rage, he loses the lucidity 
required to find his way out, which keeps him from 
hurting others. 

The rest of the Maze houses some of Cerilia’s 
more dangerous wildlife. Griffons, owlbears, 
stirges, and trolls among other creatures can be 
found throughout the realm, sometimes in great 
numbers. The Itave carefully avoid such dangerous 
creatures, and without their skill or guidance a trav¬ 
eler likely will run afoul of something deadly here. 



merasaf 


Alignment: Lawful go Off + 
Status: Recommended* 


W. 



Province Liw Temp leu Guilds Scmt-cea 

Her Mora ($/4) j« GZ(S)* SOH (2)' Dr< (4| WS *4) 

jf! • WSKdl* 



P.iirrt QavW (4/5) GZ(U 

fv ' ^r 

iMChwJiS (l/»> 0/ ■ 

IikWlaio j holding fortified by A cattle. 


SOH (2> DiC (3) WS <5> 
EtS (1J 

l»MCh«lfit < l»| GZU) EtS(l) — WS (8) 




Ahhreiijtimn^JZ.Goijkn el-Zcsamtc (Miwwaf): SOH«Shid<l 
tif M.il.ii.i rtjbii j min Buutih UfC-Dia)tu>uea Coster (Husrti 
rroii(ie)^M(VS-thc WfcUc Sorceress (Turunda cl-Shaifal): 
^ tVSK-White pword of Khirdai (Faroud min GhcirutJ; Et5«C!ui<th 
•»f ihc Lit emit Sens {(icdmne Afghan* j. 


Prbrinees/Holdmgs: Once a great power of east- 
eniKhinasi, Merasaf suffered a dramatic reversal of 
fortune when the Iron Hand Tribes of orogs 
smashed its western provinces about two centuries 
ago. While the realm was still reding* its northwest^ 
ern Vos provinces broke away to form the domain of 
Yeriinskiy. Ibday, the land is besieged, its populace 
trapped within the mighty ramparts guarding its 
borders. The people have no delusions about their 
ability to reason with the orogs—or the sea raiders 
from Yemnskiy, for that matter. They know that pre¬ 
serving what's left of their realm will remain a bitter 
struggle for years to come* 

♦ haw; The domain's lord defender controls all 
available law holdings. His troops patrol every 
square inch of the state to watch for orog raiding 
parties—the beasts can reach even supposedly 
safe areas by tunneling. 

♦ Temples; The people of Merasaf once devoted 
themselves to Avani, the patron of all KhinasC 
But over the years of their isolation* they have 
come to favor more warlike gods, Khourane’s 
Shield of Halafa and the White Sword of 
Khirdai (based in Min Dhousai) arc the most 
powerful temples of the land, although 
Suiriene's Church of the Eternal Seas has a 
small presence in the east. 

♦ Guilds: The Dragon sc a Coster, headquartered 
in Min Dhousai* seems the only guild of sub¬ 
stance in Merasaf. Like many in the realm, 
the coster lost a fortune in holdings and 
assets when western Merasaf was 
overrun. Several unorganized local 
guilds remain active in the 



♦ Sources; The greatest wizard in Merasaf, known *-■ 

' - throughout all Khiaasi, is Turanda ^I Shaifali 

the White SorceretfSb- Her life' and power $eeiru 
inextricably linked with the rugged mountains 
and highlands of Mfcrasaf. Her sorcery Often has l 
defeated the Vps of Yenfoskiy arid the orogs* * - ■ P *V* 

^ • yy 

Regent: Lx>rd Defender Guabn cLZesande (MEh; 

FIO; Ba r majnr, 27; JLG), the sixth of his line since * 
the fell of western Merasaf rules the realm, Before 
the orog assault, the state followed riot; the Zesan.de 
defenders" but the Fahautl kings. However, the 
entirfe';o)'al^e died in the sack of the old capital. 

Cap La in- of the Guard JJmara ebZesande rallied the 
s'iu’vwors tb turn hack. the. orngs’ attack, which 
earned her the first tide of defender 

GDuUnri-Zesauac’ shows a commitmenf to spar- " 
tan discipline in his court and unceasing vigilance 
along the Wall hi# forebears constructed at the orog 
border After seeing the flower bf two generations 
decimated in war, he feels sick at heart with grief 
and foreboding. Still, he carries on, hoping that one 
day he'll break Merasaf s stege. 

Important NPCs: Turanda el-Shaifal fFKJb; WJ7; 

Vo, major ; 26; NG), the defender's court mage, has 
stood by the side of four defenders now, using her 
powerful magic to help Merasaf turn back invasion 
after invasion. While el-Zesande has no time for 
frivolous' occasions of sta to, the White Sorceress 
always finds a way to tend to the details of running 
a civiljgod court* 

Adventurers causing trouble in and around 
Merasaf should hope they come to Turanda eh 
Sh^ifaTs attention before they cross the defender* 

El-Zesande would imprison them for years as spies 
or saboteurs, but the old White Sorceress has a soft 
spot for heroes. 

Description; In the days of old Merasaf, its stark 
mountains and barren highlands deterred all but a 
few shepherds and seafarers from living in the 
; You sera Peninsula. Bui after the western provinces 
fell, thousands of refugees found new* homes here. 

Now, fishing villages dot the coast, and the 
glens pasture sheep and goats* 

The capital, Rer Mera, is a great fortress 
guarded by several castles. On the w estern hoi_ ? 
of Ber Mera province stands the Wall, a systert\ 
ramparts blocking the pusses into the lands hdtr 
the Iron Hand Tribes, 












other domains 

m" M 


domains. 


he Island States are unusual in that 
awmheghlien directly or indirectly control 
nearly a third of the region’s nonpolitical 


temples 


The geographical isolation of the Island States has 
led to a great diversity of faiths, No less than 10 
separate (aiths operate temples here. 

the while sword of khirdai 

Alignment; Chaotic neutral. 

Status: Recommended. 

Summary; The strife of the last century has brought 
the warrior to the center of eastern Khinasi culture. 
Naturally, the temple devoted to Khirdai, the god of 
war, has flourished. Although based in the 
Docandragh (Min Dhousai), the White Sword of 
Khirdai’s holdings scattered across the Islands make 
it one of this area s more important religions, 


Holding Lewi Provinc e/Ratingi 
Temple 2 Mai rad a (6/3} 

Temple 2 Ber Men (5/4) 

Temple 3 Cape Rahel (3/4) 

Temple 2 Marfub (3/4) 

Temple 2 Adara (4/3) 

Temple 3 Ccdeina (3/4) 

Temple 2 Gheirut (3/4) 

Temple 2 Toure el-Fattl (5/4) 

Temple 3 Green Mountain* (3/4) 


Domain/Ru let* 

Mairada/d-Matr 
Merasjf/el-Zesande 
Merasaf/cl -Zetind e 
M eras af/el -Zesunde 
Min Dkousftt/etDhfiuSfti 
Min Dhousai/cl'Dhousaj 
Min DhomaL/eUDhatitai 
Min Dhouu i/el-Dhousai 
Suiriene/Buircd 


Regency Generated/Accumulated: 19/25 RP, 
Treasury; 8 GB. The temple normally collects about 
9 GB per domain turn. 

Regent: The High Bladelord Faroud min Gheirut 
fMKb; Pr6, Khirdai ; Aw P minor, 19, CG) bears the 
White Sword and leads the temple. This hale warrior 
in his middle forties has a balding pate and a 
hard, unforgiving cast to his face. He 
tries to ensure that his followers 
battle monsters, not each other. 



Other temples in the Island States (including their 
total holdings in each domain); 


♦ 

Almighty Temple of Belinik 

(Gabrenrl SonUtfiie) 

The Magian f 10) 

♦ 

Church of the Eternal Sea* 

The Magian (4) 


(Cedrijne Alghanoe ) 

Merai.il (2) 
Suiriene (2) 

4 

Dragons Temple of Haclyn 
(Anea Kafalie) 

Suiriene (5) 

4 

Great Temple of Avani 

Malrada (5) 


(Djzel La fir/] 

Suiriene (6) 

4 

Holy Temple of Nasri 
(Markkab el-AJdczar) 

Ghamoura (14) 

4 

Shield of Halai.i* 

(Tihara min Ruseri) 

Memauif (6) 

4 

Sons of the Serpent 
(Likud) 

Isle of the Serpent (7) 

4 

Temple of Rilni 
fjahil min Rilni) 

Mitnda (2) 

4 

Unnamed local nature faith 
fVede) 

Maze of Mujhtir (3) 


* Also in the Docandragh. 


guilds 

Even more than in other regions of Khinasi* the 
organized guilds of the Island States specialize in 
sea trade, 

the merchant consortium 
ofsuiriene 

Alignment: Neutral, 

Status; Recommended. 

Summary: Founded more than 130 years ago by a 
union of Anuirean and Khinasi traders, the 
Merchant Consortium quickly became the foremost 
guild of the region by acquiring as many merchant 
vessels as possible and controlling the sea routes 
around Suiriene and Khinasi s eastern coast. 


Holding 

Guild 

Guild 

Guild 

Guild 

Guild 

Guild 

Guild 

Guild 

Only 



Level Previn ee/R a tings 
2 AJcamar {S/1) 

2 el-Denebi (3/2) 

1 Botoshoy Kavlcaz (2/5) 

t Melclcci (2/6) 

1 Ry’Peski (2/7) 

2 Barred (3/2) 

2 Cape Amiold (2/7) 

3 Masetidc (5/0) 

l Northc^pc (1/tt) 


Donuin/Rulcr 
Ghamoura/el-Aldezar 
Chamoura/e I - Aldezar 
the Magian/Magian 
the Magian/Magian 
the Magum/Magian 
Suirienc/B Hired 
Suiricnc/Buired 
Suirietw/Buircd 
Smricne/Btiircd 














Regency Gen era ted/Ac cumulated: 18/25 RP. 
Treasury: The Merchant Consortium's treasury now 
holds 12 GB. Typically, it collects about 15 GB per 
domain turn. This Suirienean guild maintains a sea 
trade route (3) from Masetiele to Izedas in Ghamoura 
and a route (4) from Cape Arvuold to Alcamar in 
Ghamoura, (See Part Vf: War and Trade by Sea for 
more on sea trade routes.) 

Anny/Navy: This guild has a fleet of four dhouras 
and one zebec, plus it maintains two units of 
Khinasi marines anchored in Masetide* 

Regent: The leader of the Merchant Consortium, an 
Anuirean noblewoman named Sarand Fasir fFA r 12; 
Br, minor* 18; N) t is a graceful lady of about 50. Her 
family invested in the Merchant Consortium in its for* 
mative period and eventually bought out the other 
investors. Fasir, the fourth of her family to lead the 
consortium* seems a sharp businesswoman* However, 
she enjoys a life of ease and socializing, occasionally 
letting guild matters slide during The season." As 
Fasir remains the wealthiest of Suiriene's citizens, the 
lord governor thinks twice before tangling with her, 
Description: The consortium s chief interests lie in 
small, high-value cargoes such as silks and spices, 
although its ships also cany timber and grain from 
time to time. Fasir prefers to run a legitimate busi¬ 
ness, unlike her chief rival, the Dragonsea Coster. 
The two often clash on the high seas, where there's 
no one around to protect the consortiums ships 
from attacks by ,J pirates/* 

Other guilds in the Island States (including their 
total holdings in each domain): 


The Magian (7) 
Mcrasaf {11} 
Suiriene (2) 
Ghamoura (9) 

Suiriettc (0) 

M.3irad.i (6) 

Isle of the Serpent (31) 
Mairada ( 5 ) 
Suiriene (4} 


In addition to the three human wizards of the Island 
States, three of the region's practitioners of magic 
are awnsheghlien. 

the wind incite 

Alignment: Lawful good, 

Status: Recommended. 

Summary: For centuries, the premier wizards of 


♦ Dragonsea Coster* 
(Hu&eti Trosanc) 


♦ League of Pious Merchants 
(Talfn bm Shantil) 

♦ Lord Governor of Suiriene 
(Mieles Buired) 

♦ MaMidau Trade Company 
(AJaisfn el-Malr} 

♦ Society of the Serpent* 
[Darius As part a} 

♦ Also in the Docandragh. 


sources 


Suiriene have managed to harness the power of island 
trade winds. Nashal, the latest in a long line of skilled 
sorcerers to hold this position, inherited his domain 
from his mentor; the previous Wind Mage died only 
two years ago. 


Holding 

Level 

Pfovince/Kitiitg* 

Domaia/Huler 

Source 

3 

d-As sire (3/4) 

Su iricne/Buirtd 

Source 

2 

Bar-red (3/2) 

Sutrien c/Bui red 

Source 

4 

Cape Arvuold (3/7) 

Suiriene/Buircd 

Source 

3 

Green Mountain* (3/4) 

Suiriene/Buired 

Source 

0 

Mreticle (5/Q) 

Su trie n c/Bui rad 

Source 

7 

North cape {1/0) 

Suiriene/Butred 

Source 

3 

Taeg Plain (0/5) 

Suiriene/Buired 



—-- 



Regency Generated/Accumulated: 21/38 RF. 
Treasury: Although Nashal has a personal fortune 
worth 3 GB, he generally depends on the lord gov¬ 
ernor, Mleles Buired, for financial support. 

Regent: Nashal ibn Remfl (MKh ; W9; minor, 19; 
LG)* the most famous wizard of Suiriene, remains one 
of the chief guardians of the isle's wild places. At 30, 
the wizard seems young considering his skill and sub¬ 
tlety, but he's gifted with unusual wisdom and 
patience. He stands over 6 feet tall and has laughing 
eyes and a quick smile for anyone he meets. 
Description: Nashal believes it the task of the 
Wind Mage to protect the islanders from harm and 
ensure that Suiriene grows under his care* He 
works to control logging and the clearing of the 
island, but he does point out suitable areas open for 
human expansion. Since coming into power as the 
Wind Mage, Nashal has involved himself in the lord 
governor's court and has found himself gradually 
drawn into a fierce but sdent war against the agents 
of the Serpent, 


Other wizards in the Island States (including 
their total holdings in each domain): 

- ♦ -h 


♦ Maalvar the Minotaur 

♦ The Magian 

♦ The Serpent 

♦ Temple of RjJnt 
(/ami! mm Rilni) 

♦ The White Sorceress 
[Turanda eLShaifaJ) 

- + 


Maze of Maalvar (17) 
The Magun (30) 
Isle of the Serpent (11) 
Mairada (16) 


















T he Khinasi are a race of scholars and traders, 
soldiers and statesmen, wizards and artisans. 
This chapter introduces some of the more 
important and unusual characters of various walks of 
life, presenting them with full game statistics for use 
in vour campaign. 

These characters hold positions that should bring 
them into contact with adventurers fairly fre¬ 
quently. Feel free to adjust their experience 
levels, magicat items, or other details as you 
see fit. You can also use these nonpLaver 
character descriptions as templates for 
additional Khinasi NPCs. Each description 
includes only the equipment the character 
usually carries, If the character is a regent 
of any type of domain, assume he can 
access the temple's (guild's, etc.) treasury 
for other items. 


rahil the falcon 


Court Mage of Ariya 
Khinasi wizard 


7th4evet 



Bloodline: Masela, minor, 19, 

Blood abilities: Blood history, detect illusion. 
Equipment: CJdafe of protection +3, staff of thunder 
and lightning, ring of mind shielding, potion of healing, 
fine robes, pouch with components and reagents, 
Spells memorized: Armor and sfonesfern spells in 
effect; 1st—charm person, color spray, protection 
from evil, sleep; 2nd—alter self, levitate, mirror 
image; 3rd— fly, suggestion; 4th—solid fog. 


Description/History: Rahil is the court mage of 
Ariya, a loyal ally and adviser to the prince of the 
state* This tall, athletic man in his middle forties has 
a stem face, long black hair streaked with white, and 
a proud bearing. Hie Falcon dresses in a fine, high- 
collared tunic of deep blue with silvered embroidery 
and wears a gold amulet around his neck. His staff 

never leaves his hand; it is 
V carved from mahogany and 

Lj| ^ inlaid with gold wire. 

personalities 

Rahil grew up in the countryside of Djafra, the 
son of a minor lord. Like many ajazada, he was 
introduced to the study of magic as a teenager. 
However, magic quickly became a driving passion 
that absorhed all his time and attention* RahiTs skill 
soon surpassed that of his tutors, so he left to study 
magic with mentors across Khinasi, including 
Turanda el-Shaifal, White Sorceress of Merasaf. 

After years of adventure and study, Rahil found 
himself in Ariya. The prince's court mage had just 
passed away, and that wizard $ apprentices were a 
pair of scheming wretches trying to use their 
spellpower to take control of the court, When Rahd 
upset their plans and revealed them for the 
scoundrels they were, the prince, Gerad ibn Farid 
eLArrasi, offered him the post of court mage. Rahil 
accepted and soon claimed the previous wizard s 
sources and ley lines. 

People call Rahil the Falcon because his tunic's 
design usually features a silver raptor. Some think 
the symbol a family crest, which he wears out of 
honor. Others say his keen insight and regal bearing 
remind one of a bird of prey. 



Rahil’s Domain: Although Rahil holds his own 
domain of magical sources, he sees himself as a ser¬ 
vant of Ariya, not as a regent in his own right. 
Rahil's domain consists of eight sources, totalling 
24 RP, including a source (5) in Bars drat in Aftane 
His three ley lines permit him to cast realm spells in 
any Ariyan province, 



/ 







arlc\ndo 

el-adaba 

The Red Herald, a 
IQtb-level Khinasi hard 


AC 


MV: 


THACO 


16 (14 with 


scimitar) 


3/2 and I 


ld8+2 and 


Id4+1 


#at 

Ding; 


Bloodline: Reynir* minor, 15. 

Blood abilities; Alertness, poison sense. 
Equipment: Chaw mail shirt +2, cfciak of the hat r scimi¬ 
tar of speed +2, dagger, noble garb with arms of Aftane. 
Spells memorized; 1st—-change self charm person , 
hypMOCism; 2nd — blur, ESP, invisibility; 

3rd— clairaudience , wrattfcform; 4th—fear. 

Thief abilities: CW 90% f DN 50%, PP 70%, RL 25%. 

Description/History: The Red Herald, spokesman 
for the Red Kings of Aftane, seems the only one of 
them to engage in normal diplomacy and negotia¬ 
tions with other regents, El-Adaba won his position 
when he aided the other Red Kings in overthrowing 
the Sultan of Aftane, Now he visits the courts of 
nearby states frequently and busies himself with 
maintaining the balance of power among the Red 
Kings. As his peers don t trust each other (or him), 
cU Adaba's deft manipulations are often all that 
stand between Aftane and fierce civil war. 

This short, wity man possesses the easy grace of a 
cat and an endless supply of good humor and lively 
wit. Beneath his fool's facade lie ambitions that run 
deep. The Herald Is one of those rare people who, 
though rotten to the core, was gifted with a genuine¬ 
ly likable personality. Count on him for entertaining 
and intelligent conversation with well-thought out 
arguments and humorous examples to highlight his 
points. In short, el-Adaba is a master diplomat. 

The Herald remains the only Red King who 
allows citizens to know his identity. Most believe 
the other monarchs of Aftane are merely a hand of 
adventurers who supported el-Adaba in his 
takeover bid. The Herald actually is a 
nephew of the former satrap of Adaba; 
when the Red Kings struck, he mur¬ 
dered his unde personally. 


The Red Herald's domain; Arlando el- 
Adaba does not actually rule any of 
Aftands provinces himself, hut he does 
control portions of the kings' law holdings 
in the city-states of Aftane and Adaba. He 
receives most of his power from vassalage 
agreements with the other six Red Kings, each of 
whom give him 2 RP per domain turn. Since the Red 
Herald practices his diplomacy in their collective 
interests (usually), the kings support him, 

adon el-rnesir 


High Captain of Mesire . a 
5th~kvel KAmasi fighter 


17 
10 

15 
13 

13 

14 
LG 

2 

33 

3/2 or 1 

16 (13 with sabre 
and Strength) 
ld6+5 (sabre) 

or by weapon +1 


A L: 


AC: 


#AX; 


THACO 


Ding; 


Bloodline; Anduiras, tainted, 11, ■. *i % 

Blood ability: Battle wise, ^ 

Equipment: Improved mail *J t shield, sabre^i fspe¬ 
cialized), medium lance, medium war horse, dagger, , 
composite short bow (customized for Strength!) with 
12 arrows, light cotton tunic* breeches, and cape, 

Description/History: This intelligent and soWr " 
young man, the nephew of the Emir of Mesire, is a&fif ’V 
the heir apparent, since the emir has nh children djf 
his own, As the highest-ranking tatootfU/ada* Adair 
cl-Mesjr enjoys the title of High Captggtftaf fft 
Unlike many of his predecessors, 
tliis high captain personally shoul¬ 
ders the responsibilities of 
leading Mesire s armies; 

For three years now 
he has led his 
realm's 
skirmishes 



1 


k 



with the Black Spear Tribes. 

El-Mesir stands at about 6 feet, with a 
muscular build and clean-shaven, honest 
features, Though soft-spoken, he has won the 
loyalty of Mcsire s soldiers—they follow his 
orders unquestioningly This gifted strategist 
and tactician has greatly improved Mesire's military 
position through his personal attention. Adan el- 
Mesir has the Strategy proficiency, as well as Lhe bat¬ 
tle wise blood ability; his leadership is superb. 

The high captain spends most days moving from 
camp to camp along Meshes northern border; he 
stays in the court only about one week each month. 
Since he often represents the crown in Mcsire s hin¬ 
terlands, he frequently makes decisions without 
consulting his unde. The emir trusts his nephew's 
judgment and rarely counts his commands, 

Over the last year, Adan el-Mesir has come to the 
attention of el-SheighUl warlord of the Black Spear 
Tribes. Time and time again* he has smashed the 
ghoul lord's raiding parties; et-Shcighu! has begun 
plotting the captain's assassination or death in battle. 

chernevilt 

Higfc Priest of the Temple of Might, 
an 1 lth-level Vfas priest of 
Belirtik 


* Wr . 

\r" • Ch: 11 

AL: CH 

rirjv'' AC: ■ 3 

H is? 67 

14 (10 with 


axe, as v 

weapon of 
choice, and 
, Strength) 

2 with axe) 

ml 

" of,fly weapon +2 


s* 


Bloodline: Azrai, 
major* 25. 

Blood abilities: Iron 
will, resistance (major). 
Equipment: Plate mail, 
baffle axe +2 (weapon of 
choice)* varsk, heavy lance, 
three javelins, dagger, boots of the 
north , potion of vitality. 

Spells available: 1st— cure tight wounds (x3), command 
(x3) r Ouse, cause fear protection from good; 2nd—charm 
praott or mammal, hold person (x2), chant, spiritual ham¬ 
mer, resist fim; 3rd—ho/d animal, prayer, glyph of ward¬ 
ing, dispel magic* remove paralysis; 4th— animal summon¬ 
ing l, cloak of bravery , spell immunity; 5th— animal sum¬ 
moning 11, flame strike; 6th— wall of thorns. 

Special: Chemevik 1 * granted powers as a priest of 
Belinik are explained in Part III: The Birthright 
Campaign in the Ruleboofe. 

Description/History: The leader of the persecuted 
priests of Belinik in Kozlovnyy is a lowering man of 
brutish appearance and surprisingly cunning mind. 
Battle-scarred Chemevik, a warrior of about 40, has 
arms like young oaks and hair tied in a long braid 
down his back. Despite the danger involved, he 
proudly wears the brand of Belinik on his chest. 
Short-tempered Chemevik seeks out confronta¬ 
tions — he has emerged victorious from a hundred 
duels, brawls, and battles. 

The high priest claimed his position five years ago 
by defeating the Temple of Might's former leader in 
personal combat. He spends his time working to 
counter the insidious softening of the Vos warrior's 
outlook* which he sees transpiring among the 
Kozlovs. Recently, he has fanned the fires of racial 
pride among the younger Vos by creating secret war¬ 
rior societies and indoctrinating youths in the tradi¬ 
tional values and rites of Vosgaard. 

Chemevik hopes to use his young warriors to 
bring down the "corrupt" regime of the baron, 
Vladimir Nikailov, but the day for the great uprising 
hasn't come yet, The priest seems intensely inter¬ 
ested in the doings of adventurers in Kozlovnyy; 
ideally he hopes to blame the baron's murder on 
traveling heroes. 

Chemevik gained his bloodline by defeating the 
Temple of Might’s former high priest and probably 
will lose it to whoever defeats him, 

Chemevik's domain: The underground worship of 
Belinik remains widespread in northern Kozlovnyy, 
and Chemevik controls seven temple holdings total¬ 
ing 15 RP lhe Vos god's worship demands services 
and sacrifices in the wilderness, so few true Vos 
"temples" exist. The Hall of Might in Aziev is the 
notable exception; Chemevik's domain cen¬ 
ters around this secret shrine. 
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cidre bint corina 


ketifah min lomad 



S: 

D: 

C: 

I: 

W: 

Ch: 

AL: 

AC: 

hp: 

THACO: 


#AT: 

Dmg: 


16 
CG 
2 
33 

15 (14 
with sabre 
or magical 
arrows) 

1 and 1 
ld6+3 (sabre) and 
ld6+2 (short sword) 



Muerredal of the Holy Temple 
of Na$ri> a 7th-lewl Khmast 
paladin 


18/15 


AL 


AC 


14(12 with 


THACO 


trident and 


Strength) 


ld6+5 (trident) 


#AT: 

Dmg: 


Bloodline: Basata, minor, 9, 

Blood ability: Alertness, 

Equipment: Studded leather armor +/ f sabre +i, 
shield, short sword of quality, tong bow, 12 arrows, 
8 arrows + 1, woolen cloak, boots, archer's gauntlets, 
potion of healing ; 

Ranger abilities: HS 37%, MS 47%, 

Description/History: Beautiful and trained in the 
arts of wilderness warfare, the half-elf Cidre bint 
Corina serves eiven High Lady Fiona of 
Rhuannach* Her mother was one of the Djiran 
expatriates sheltering in Rhuannach's borderlands 
and the last surviving member of an honorable 
ajazada house; Gorina’s father is an eiven lord of the 
lady's court. The ranger finds herself welcome in 
both human and eiven communities, and she fights 
for both against the gnolls that threaten the woods. 

Corina stands almost 6 feet in height, with a slim 
but athletic build. Her complexion is a soft, dusky 
mix of elven-fair and Khinasi-coffee hue, and her 
hair hangs black and straight. This warm and well* 
spoken woman seems at ease among any kind of 
people and has many human and eiven friends. The 
half-elf's best friend, her mighty wolfhound 
Bawnwaghl fhon-WALLJ, follows her everywhere. 

Thanks to Corina K s alertness blood ability, people 
find it virtually impossible to surprise her, especial¬ 
ly in the wilderness- As a lieutenant of the elf 
regent, she often carries out missions of great 
import* She keeps an eye on the outskirts of the for* 
est and reports any strange occurrences or trouble 
to the High Lady Fiona. When she can, she takes 
steps to deal with smalt problems herself—while 
they're still small. 


Equipment: improved mail +2, shield, trident +1. light 
cotton surcoat with Holy Temple arms, boots, dagger 
Special: Tomad can use miter breathing or water 
walking as well as solid fog once per day 




Description/History: Ketifah was born on the 
island of Tomad—a province of the island of 
Ghamoura—to common boatwright parents. At an 
early age, her uncanny wisdom and personslitv 
marked her for service in the Holy Temple of Nas 
After two years as a novice priest, she decided 
enter training as a muerrcdal or paladin, devoted to 
Nasri's service and the defense of the temple, 
Tomad stands about 5 and a half feet tall, with a 
stocky and athletic build. Honing her muscles 
through years of combat training has made her sur* 
piisingly strong for her height. 

She understands that many of Ghamouras great 
priests use their devoted status to amass personal 
power and vast fortunes; the paladin has made it her 
mission to purge the temple of those who serve only 
themselves and not Nasri. Naturally hers is a danger* 
ous and unpopular view in the theocracy of Ghamoura, 
Now, Ketifah min Tomad seeks allies t 
expose the secret crimes of the high priest, 
she's a word away from being declared 
which would result in 




N o Khinasi campaign would seem quite com* 
plete without naval details to give adven¬ 
tures a true maritime flavor. As the Sun 
Coast depends on the sea for communication, 
trade, and warfare, a regent who rules a coastal 
domain will find the quality of his fleet far more 
important than that of his armies. 


ini> L-iid 

n n rr vt # b,bthright d 

* war and 


trade bu 
sea 


This chapter expands the 
domain rules for a 
Khinasi cam¬ 
paign* includ¬ 
ing information 
on movement 
on the water* 
ship descrip¬ 
tions, sea trade 
routes, and 
naval battles, 
(You can adapt 


these rules for 
your Anuirean campaign, using the list 
on Card 6 that notes the fleets and sea 
trade routes available to Anuirean kingdoms. Other 
cards provide additional details on these naval rules.) 


naval movement 


3 




iuiL 


I In terms of game play, moving on the water 
does not differ much from moving on land. 
Instead of crossing a number of provinces 
each War Move (or action round), a PC's forces 
move a number uf maritime areas. 


MM3 



Snaps 


I 1 


Cards 5 


d 6 partition the waters of Cerilia into 
ri i 


maritime areas* A ship efri move one to four areas 

Rp| 


{>er day, depending on iisispeed and the weather. 
There are four types of maritime areas: coastal waters, 
rivers and lakes, sea areas, and ocean areas. 


coastal waters 


Ships must enter coastal wafers in order to dock. 
"Every coastal province of Cerilia includes coastaf 
waters along its shoreline. Ships can move directly 
from one coastal waters area to another by sliding 
along the shoreline, or they can leave the 
province's coastline and head out 
into an adjacent sea area. 



rivers and lakes 


Ships moving along major rivers or lakes travel from 
one province directly to an adjacent province on the 
same river. The mouth of a river is considered 
coastal waters as well as river waters, so a ship sail¬ 
ing down a river and out to the coastal waters has to 
count the last province of the river only once. 


sea areas 


All coastal waters lie adjacent to one or more sea 
areas: stretches of open water. Ships at sea can 
move to adjacent sea areas* landward to coastal 
waters, or farther out into ocean areas* 


ocean oreos 


Ocean areas, bordered by sea areas and other ocean 
areas, can take a week or so to cross. Unlike coastal 
waters or, sea areas, which count as one space each 
for purposes of movement, ocean areas can be three 
to five spaces—or more. 

Ships in an ocean area check their progress each 
day to see how much of the area they crossed, For 
example, say a ship attempts to cross an ocean area 
five spaces wide. Assuming thaifc the ship averages 
two spaces a day with favorable winds* it timains in 
the ocean area for two days anefrexits on the third* 


u/eather 





• The winds are a sailor's greatest friend and most dan¬ 
gerous enemy, Sailing directly into a strong wind 
^proves a difficult task, requiring endless cycle/*of 
P tacking. Even when the wind Wows from a favorable 
quarter, it may be too weak or too strong..After all, a 
\ | racing vessel's sleek hull and satis ijieaii nothing ttsra 
becalmed ship or one caught in £ raging storm. 

Wind has two components: strength and direction* 

You, the DM, determine both randomly at the begin- ' ;;;j 
ning of a voyage tismgthe tables in this chapter. The 
wind retains its direction for ld4 days at a time before 
a new check* but the strength varies from day to day 


wind strength 


On the first day of the voyage, roll 2d6 and refer to 
Table 1: Wind Strength, This assigns you a 
strength category, such as moderate, stnmg, and so 
on. After this first days 2d6 check* refer to the 
"Next Day" column in Table ! to see what die roll 
you should make for subsequent wind strength 
checks. For example, an initial 2d6 roll of 8 indi¬ 
cates moderate winds. According to the table, the 
next day's check calls for a 3d4 roll instead of a 2d6 





roll, This adjustment makes it more likely that the* 
wind will continue to be moderate the following day 


Table 1: Wind Strength 


2d6 

2 

3 

4 

5 

6 

7 

8 
9 

10 

11 

12 


Wind Strength 

Calm 

Calm 

IJght 

Light 

Light 

Moderate 

Moderate 

Strong 

Strong 

Gale 

Storm 


Next Day 
id4+i 

idfc+i 

2d4 

244 

2d6 

246 

344 

3d4 

146+6 

id6+6 

2d6* 


* Do not check the wind strength the next day in the ca§e of 
storms but after the storm blows itself out (in id4 days). 


Calms reduce a ships movement to ld2-l 
areas, regardless of its normal speed. Oared ves¬ 
sels (longships, knarrs, drakkars, and galleys) can 
ignore calms and move at therr rowing rate (on 
each ship's naval War Card) instead. There's a 50% 
chance that fog accompanies a calm, which can 
make a ship run aground. (See page 69.) 

Gales are treated the same as strong winds, 
except that they also alter a ships intended course 
by moving a vessel ld3 areas in the direction the 
wind is blowing, or ld3-l areas if the player of the 
ship's captain succeeds in a Seamanship proficiency 
1 check. However, carry out the gale movementajicr 
the ship has ^conducted its normal movement— a 
ship tix a galena I most never ends up where it want¬ 
ed! Gales may cause shipwrecks. 

Storms resemble gales—but worse. A ship can 
not maneuver; it’s simply blown 2d4 areas per day 
in the direc®n the wind blows. Storms blow out 
pftd* ld4 day gand may cause shipwrecks. 


Table 2: Wind Direction 
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Spring/Summer FaUAVittter 


East 

East 

South 

South 

South 
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West 

West 

North 

North 

East 


South 

South 

East 

East 

North 

North 

North 

.West 

West 

West 

South 
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The wind direction is always th# direction the wind is blowing 
from, So. a westerly wind comes from the west and blown cast. 
(ThU h a convention of nautical and meteoroiogkal use.) 


movement al lowance 
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Tlie movement of a sailing vessel depends on its 
Maneuverability Class and the winds speed and 
direction* Once youVe found the ship's 
Maneuverability Class (MC) on the vessel's War 
Gird, refer to the table below* Using the row appro¬ 
priate for w ind strength and whether the ship is salt¬ 
ing into, ufith, or across the wind, find the number 
of areas the ship can move on its first turn. 



Table 3: Ship Movement Allowance 


Ship Maneuverability Class (MC) 


wind direction 
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In Cerilian waters, the wind generally blows out of 
the west in spring and summer and from the north in 
tall and winter* This is a fairly crude approximation; 

actually, different parts of the continent experience 
varied wind patterns, 

For convenience, assume the wind always blows 
from one of the four cardinal points of the compass. 
The wind maintains its direction for Id4 days before 
you check it again, using Table 2, 

























first move, it's going across the wind and>gains the 
proper mosrment allowance, 

A ship can't gain extra movement^ it tajkes a ^ 
more advantageous bourse after its initial move oft 
the day. However, it can change course as often as 
desired and in any direction; as fong as it moves 
only up to the movement allowance U received on 
its lifst movy this turn. 

There is one exception to this 
turn into the wind after a downwind 
or crosswind course end their moves 
of sailing into the wind, no matter 


their movement allowances they mavlhave left. 
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If a ship's course carries it northeast, fouthwcst, 
or in any other noncardinal direction, fey simplici¬ 
ty’s sake, ’ round off* its heading to a clean north, 
south, east, or west—whichever is closest to correct. 

navigation and seamanship 

Successful proficiency checks can increase a ship's 
speed. If the pilot or navigator succeeds in a 
Navigation check, and the captain or deck chief 
succeeds in a Seamanship check, the ship ms a +1 
bonus to its days movement allowance. A player 
can attempt both checks if his PC serves as bdth 
captain and navigator, 



A ship begins a journey with 
the movement allowance 
indicated on Table 3 for 
its first move of the 

f instance, if a 
essel sails east 
:h a southerly 
wind in its 


Regardless of the wind direction, ships move one" 

area per davwhen sailing upriver and two areas per 
day when sailing downriver. The wind strength 
doesn't matter except in a storm, when ships sailing 

along rivers can't move at all. 

oared vessels 

Longships, knarrs, drakkars. and galleys are oared 
vessels, which can ignore the wind and use their row^ 
mg rate (listed on each ship's naval War Card) 
instead of their sailing rate, (Gales and storms still 
have normal effects, of course.) In light or 
moderate wind, oared vessels can row to 
supplement their normal sailing 
and move one extra area. 
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shipwrecks 


Bad weather at sea can prove dangerous: Light 
craft, especially, can founder or run aground. 
Foundering happens due to rough seas in gales or 
storms—a ship takes on too much water and goes 
under Grounding occurs when a ship hits a rock, 
shoal, or coastline and breaks apart. 

seaworthiness checks 

To prevent either type of shipwreck, a player must 
make a successful seaworthiness check All ships 
have a seaworthiness rating ranging from 1 to 20— 
the higher the rating, the better (You can Find a 
ship's rating on the back of Card 1.) To make a sea¬ 
worthiness check, roll ld20 and compare the result 
to the ship's rating or the captain s Seamanship pro¬ 
ficiency score, whichever is higher. Rolls less than 
or equal to ^he ship's seaworthinesilratmg (or the 
captain's Seamanship score) succeed. 

However the seaworthiness check receives a one- 
point penalty for every area the ship was driven by the 
winds in a gale or .storm. So, a ship blown three meas 
suffers a -3 penally to ijs seaworthiness rating (or the 
captain's proficiency score) for the check. 

Note: You can aUp use a seaworthiness check to 
reflect a ship's abili withstand unusual stresses or 
attacks at sea, such as a whale ramming the vessel. 




■ * AalHn y — \ « 

v Sddrc'j Adaba^ Fafa 

\ \ Assart f v ' u 

- \ UJf?f ^ 

* eHtadJ t\ y \ - 

! Ariya\_-^ \ fy 

1 Itouzlr | sjfif . 

1 K ^ i 


Mya \ _ 

^ ftauzir 

Kfelr* 


jlyf Co*Mi| Water* 

[|| Day <ef Voyafl* 

”] stop* r*ui 


|t sea in a gale or storm risks foimaemig, 

'■ * ship mov«#1n these wind conditions, make a 
seaworthiness checks Ships that fail wnll sink after; 
IdlO hours of battling the dements. If the vessel hastf 
smaller craft vaboard, the ctftw tan abandon ship and 
take their chances in the boats. PCs should have an • 
ity to saw themselves, hut if they're 800 miles $ j 
th m bonis; they're in trouble. 
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Diagram 1: Movement at sea, 

A dboura (MC B) sets sail from Anya mtb a south wind 
l of moderate strength- H slides along the coastal waters of 
Kouzir and Azedrn to Adaba in its first day. The next 
day, the wind falls to light strength. The dboura turns 
south (now against the mnd) and sails to the area adja¬ 
cent to Adaba. On the third day, the. wind dies, hut the 
pfctyrr rolls a 2 for his cairn modifier { ld2-Jf5o f the 
dboura can move one area south off the Isle of Ghosts—p 
wbdru it's attacked by pirates and sinks. Enc%$f \\>ya#c. 
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Grounding mr when 9 ship enters coastal 

waters in fog, a gale, or a storm, A check for 
grounding succeeds if a player rolls a d2G result 
lower than the ship's seaworthiness rating or the 

pilot s Navigation proficiency score—whichever is ' 
lower. If the ship fails, it runs aground. Should it 
ground on a marshy coast or sandy shoals, the crew 
can refloat it after ld6 days of work. Otherwise, the 
ship will never sail again, If the ship grounds on a 
rocky coastline, the collision smashes it to splinters, 
and it sinks immediately. Again, give PCs every 
chance to save themselves. 


I ncluding ships like merchantmen or caravels 
in a regents total assets naturally adds a 
whole new dimension to the domain turnT 
Regents can now build trade routes by sea, move 
armies by sea, lease their vessels to other 
characters, or engage in naval 
warfare. 
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K maintenance 

i.', ■ . , - %<>' r ‘a! iw ■. V;> ^ 

Each domain turn, characters must 
pay a maintenance cost for their 
vessels, just like maintenance for 
holdings, armies, or provinces. 

Count each ship by the number of 
military units it can cany—ships 1 
troop capacities are listed on Card 1. 

Refer to the chart betevftofiqd the main¬ 
tenance cost based on troop'capacity. 
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Table 4: Ship Maintenance 


Troop Capacity 

0-3 units 
4-6 units 
units 

10-12 units 


Cost 

rcB 

2 GB 

3 GB 

4 GB 

—♦- 






If necessary, convert Gold Bars to gold pieces by 
multiplying the GB figures above by 2,000, If a char* 
acter fails to maintain a ship in a particular domain 
turn, it can't move, fight, or perform any other tasks 
that turn, and its seaworthiness rating drops 1 point 
permanently. (DMs may allow PCs to refit their ships 
by paying all their missed maintenance fees to restore 
the vessels' original seaworthiness rating.) If the ves¬ 
sel’s seaworthiness score reaches 0 through contin¬ 
ued neglect, the hopeless hulk will never sail again♦ 


disbanding ships 

just like disbanding troops or holdings in times of 
financial hardship, characters can sell their ships, too. 
A regent's vessel can command 30% to 80% (ld6+2 
% 10 percentage points) of its normal purchase price, 
listed on the back of Card 1, This raises money 
quickly but it’s a poor return on the regent’s invest¬ 
ment. 

naval actions 

The new- domain, realm, and free 
actions that follow supplement 
the actions in the Part II; 
Domains in the RuUbook 
and help regents put 
the maritime rules 
presented in 
this chapter 
to good 
use in 
play. 


Move Ships Success: Automatic 

Type: Free Base Cost: None 

A regent can order his ship to sail anywhere he 
wants. Since a vessel's maintenance cost includes 
provisions, ordering it to move costs a character 
nothing. Ships can move to support trade by sea, 
ferry troops, take characters on adventures, or per¬ 
form other missions* 

Note: Once a regent has committed ships to nor¬ 
mal movement, they become ineligible for use dur¬ 
ing War Moves that follow that action round. 
However, if someone else uses the declare war 
action to attack the regent’s ships or provinces, he 
may choose to return a ship to the position it held 
at the beginning of the action round by paying a l 
_GB penalty. The ship cancels its intended move and 
'frecoitiej available for fighting in the war that fol¬ 
lows Ihenbrutiri^ctkin round sequence. 




Move Troops by Sea Success: Automatic 

Type: Free Base Cost: t GB 

A regent who wants to move his troops via ship 
doesn't have to risk a success roll for ship availabil¬ 
ity and the other factors mentioned for the move 
troops action in the Rulehoofe, He can use his ships 
to transport companies of troops automatically up 
to the ship's normal capacity for troops and move¬ 
ment, (Mounted forces such as knights or cavalry 1 
count as two units each.) The troops must embark 
at a port, paying I GB per five units; the cost doesn't 
depend on how far the ships move, since the regent 
already owns them, (A ship can carry its maximum 
troop and cargo capacity at once.) 

Once the troops are aboard, the regent uses a 
move ships action (above). The troops can disem¬ 
bark at any coastal province* However, Landing 
troops in enemy-held provinces requires a declare 
war action and the execution of four War Moves, 
just like a normal land invasion would. Each full 
week at sea prevents the troops in question from 
participating in one land-based War Move that 
action round. 


Ships that move troops by sea face the same limi¬ 
tations imposed by the move ships action; carrying 
troops during an action round makes a ship ineligible 
for movement during any War Moves later that round. 

Rivers: Regents can move troops along rivers, as 
long as one hank is friendly or they have permission 
from the ruler of one bank. 


Sea Trade Route Success: 10+ 

Type: Domain. Realm Base Cost: 1 RR I GB 

The Rulebook uses a simple abstraction to repre¬ 
sent sea routes: any coastal province (4) or higher 
can have a trade route to the nearest sea lane worth 
half the province’s rating or to another province 
worth the average of the two ratings. The following 
material expands the create trade route action. 

Ports: Any coastal or river province (4) or high¬ 
er counts as a port and can constitute one end of a 
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A- Aggrejijfer * troops move 
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sea trade route. The other end of the route must be 
a coastal province within one month's sail of the 
port and must: 

♦ Have a different terrain type; or 

♦ Be occupied by people of a different culture (for 
example, Anuke vs. Khinasi), 

For purposes of this action, assume a ship can trav¬ 
el 30 maritime areas in one month of sailing. 

A port can support as many sea trade routes as 
land trade routes; so, a coastal province (7) can sup¬ 
port three land and three sea trade routes. The 
regent of a port with a designated sea trade route 
can bar the trade route with a decree action at any 
time, And, remember, a sea trade route can never 
start from any coastal province rated (3) or lower. 
Value; A sea trade route is worth the average of 
the two provinces involved, rounded up. For 
instance, a sea trade route Unking a province (4) 
and a province (6) earns the owner 5 CB per 
domain turn. And, as tfie Rnkboofe says, a trade 
route to a sea lane (“parts unknown") is worth half 
the port province s rating. 

Ships: Naturally, sea trade requires ships capable of 
carrying cargo, Every ship has a cargo capacity, 
described in terms of CB, (See Card 1.) To collect all 
the money a sea trade route creates, the route's owner 
must have ships able to carry enough cargo. Additional 
Gold Bars' worth of cargo, in excess of the ships' cargo 
capacity are lost until the regent gets more or bigger 
ships. (A ship can carry its maximum number of 
troops and cargo at the same time, if necessary,) 
Example; A guilder regent in Ariya , a province (7) t 
creates a sea trade route ro Akamar a province (5). 
This roufe generates 6 GB per domain tum. 
However, the regent supports the route wifft only two 
dhouras , each with a cargo capacity of 2 GB, These 
ships allow the guilder to collect only 4 GB per 
domain tum from the sea trade route. 

Availability; A regent should allocate ships to 
sea trade routes during the “taxation and collection" 
step of the domain turn, These vessels are consid¬ 
ered occupied with move ships actions each action 
round to carry out the turn's trade. If a ship leaves 
its trade route for another purpose, the regent must 
repay the money he collected this domain tum from 
cargo his ships never actually carried to port. 


least one of the regents holding the hanks, This 
process doesn't require a diplomacy action; the ship 
can ask permission as it enters the provinces in 
question. 

However, a regent must make a declare war 
action for his ship to attack another ship, enter 
enemy coastal waters, or land troops in another 
regent's province. Once a war at lea is declared, 
ships of both sides may freely attack each other 
untif the war ends through one side ,4 destruction, sur¬ 
render or diplomacy , 

Q ik 
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Any ship that did not mofve ortiave a task to perform 
already in the current action round can move during 
each War Move. (A regent uses War Moves when he 
takes a declare war action or is the target of one. See, 
Part FI; Domains in tJmBjlrHRlGKr Rtdeboofe for a 
review.) Normal rules i of movement and retreat 
apply; whoever used the declare war action moves his 
ships first, then the defender chooses to either stand 
his ground or retreat# one maritime area. Ship 
retreating from eoastifl waters are driven to 
waters of an adjacentprovince or into a port or river, 
if the province has these features. 

Remember this one important difference 
between sea War Moves and land War Moves: Ytju 
resolve the movefilent of attacking and defending 
naval forces one jfay a t a time (using normal sailing 
movement rulefji not a week at a time, as in land 
battles. It takeroeven naval War Moves to equal one 
week of gameiffne (one land War Move). £ 

The chart below shows a combined land/se^ War 
Move sequeKe, which allows you, the DM .. to inte¬ 
grate sea baifcles into a war 

“♦ -— ^ - 

Table 5: One Land/Sea War Move 
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Any ship may move nearly anywhere on the map of 
Cerilta with- y J 

out a declara¬ 
tion of war. This 

freedom ofnaVigg- ■. - 3£*: 

tson has only one 
restriction: moving up 
or down rivers. Tb travel 
along a riy^ a ship must 
permission from at 








naval battles 

D uring a sequence of War Moves* a battle 
results when opposing ships or fleets end 
up in the same river or lake* coastal 
waters* or sea area. Enemy fleets can't battle in 
ocean areas—the open ocean is so vast* the vessels 
can't find each other! Gales and storms also prevent 
battles, even between enemy fleets in the same area. 
Regents fight sea battles using naval War Cards, 
much like standard cards from the Birthright 
boxed set, except they have blue backs and 
describe ships* wind conditions, and naval magic. 
Review regular War Card battles (in the Ruleboofe. 
Part II: Domahts) before reading these new rules, 
Most ships described on Card I have their own 
naval War Cards* offering an illustration as well as the 
ship's defense and morale ratings, Maneuverability 
Class, missile rating, rowing rate (if applicable) and 
boarding value. When a naval battle begins* give each 
player the naval War Cards and regular War Cards 
that represent their fleets and on-board troops, 


landing forces and marines 

Troops that land on hostile shores may not move 
again during the War Move in which they debark— 
they have to stay in the province where they landed* 
However* they can occupy* pillage,’cwr set a siege in 
that province during that week (in dttier words, the 
same War Move). Treat debarked troops as normal 
land units in subsequent War Moves* 

Roundships, galleons* and zebecs are so large, 
they all aftry small contingents of marines as part of 
their crews! These marines can functiodCis one unit 
of irregularly if landed on enemy shores, making 
them handy for quick raids or other sue Emissions. 
The marines mgst remain in the same province as 
their ship, unless,either is destroyed. If the marines 
die, the ships boarding value falls to Q (sec Naval 
Basics) until the regent replaces them by spending 
1 GB and musteringtroops in any of his ports dur¬ 
ing the domain turn. 


* 
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Diagram 2; A naval War Card 
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the field of battle 


Unlike Lind battles, fights at sea can migrate miles 
across the water, as ships drift downwind and with 
the current. Thus, the "battlefield* in naval war 
begins as a stretch of water five battle areas wide and 
five across, Barrie areas are not maritime areas; the 
battle areas for both sides all lie within one maritime 
area. The back of the poster in this box—your naval 
battle mat—shows each sides starting battle areas. 
As the fight rages, ships can expand the hostile 
area bv leaving the original field of play There’s no 
reserve or an out-of-bounds—a ship can sail as far 
as desired in any direction. 


set-up 

The defender sets his ships on the mat first, in any or 
all of the five battle areas on his side of the field- (If a 
ship has troops on board, place the appropriate troop 
cards under their corresponding vessel) The attacker 
follows by setting up on the row of areas opposite the 
defenders lines. Nearly any number of ships can 
occupy a single battle area; each area is a stretch of 
water hundreds of yards across. 

Finally, give each ship a numbered blue counter to 
describe its last movement allowance and one red 
counter for each point of its hoarding value. (Hmbarkcd 
troops add to boarding value—see page 75.) 

Coastal waters; If die battle takes place in the 
coastal waters of a province, one to three sides of the 
field may be bounded by shoals or land, at your dis¬ 
cretion. Ships that exit the field into shoal or coastline 
run aground and may not move again Ul LhLs battle. 


Rivers: Normally rivers are ^ f - 

bounded on two opposite sides by I 

the hanks. In addition, rivers can 
make a field of battle narrower 
than normal, with only three or 
four areas from bank to bank 
instead of the initial five. 

weather and wind 

The most crucial factor of a sea 
battle is th^ wiruT the admiral with 
more favorable winds can decide where 
when to attack and enjoj** the tactical 
advantage. The result of that daif* Wind strengfh 
and direction checks (see page 67) applies to the 
battle at hand. You, the DM, can dictate the attack- 
er’s and defenders positions on the map, if it seems 
obvious who goes where. Or, ymi can randomly 
determine the wind and position of the two fleets. 

Time effectively stops during a naval War Card 
battle. Assume that all rounds of battle are con-* 
chided in one day so you don't need a new wind 
strength or direction check. 

Wind cards: Four of your naval War Cards are 
iriud cards. One simply indicates the wind's direction; 
place it on the naval battle mat to show which way the 
wind blows. The other three indicate how many battle 
areas a ship can move in a naval War Card battle 
under light, moderate, and strong winds. [>aw the 
card appropriate for the current wind and set it beside 
the direction card for reference. 

sequence of play 


A naval War Card battle s sequence of play resembles 
the standard sequence, with a few modifications, 
Below is one round of battle. 



Table 6: Naval War Card Sequence of Play 


A, Movement phase 

1, Attacker moves and grapples. 

2. Defender moves and grapples, 

B. Attack phase 

1. Resolve magical attacks. 

2. Resolve hoarding actions. 

3. Resolve missile attacks. 

C, Morale phase 

1. Ships strike colors or flee. 

2. Routed ships attempt morale checks. 

3. Surrender or withdrawal, 

D. Repeat each round, 

—♦ 
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Diagram 3: Tactical movement. 

This diagram shows allowable moves for a ship of 
Maneuverability Class B In moderate winds. Note 
that the ship can mirror these maneuvers by sailing 
in the opposite direction. Ships may also stop mov¬ 
ing in any area the arrow passes through or may sat! 
in the other direction. 


movement phase 


In tactical movement at sea ships move battle areas, 
not maritime areas, A commander can move any or 
all his ungrappted ships each round. Ships can sail 
through friendly or enemy-occupied battle areas: 
they don't engage unless they grapple* As in normal 
sea movement, tactical moves depend on the wind 
direction and strength plus a ship's Maneuverability 
Class. (Refer to the wind direction and strength 
cards on the mat during play.) Make sure to update 
%afch ships blue movement allowance counter as 
necessary after each move. 

Oared vessels: Longships, knarrs, drakkars, and 
galleys can choose to ignore the wind strength card and 
>1y move a number of areas equal to their rowing 
(listed on each ship's naval War Card) or raise sail 
as normal sailing vessels. 


course changes 


On its first battle move, a ship 
declares its direction, which deter- 
ieot allowance, (See 
igth card. ) If a ship 
Starts its 'tactical move by sailing 
one battl c area down wind, 
V Hcant turn 

■HU 


across the wind to gain extra movement allowance. 
However, the ship can change course as often as it 
wants and in any direction, as long as it keeps to the 
movement allowance of its first move this round. 

As in normal naval movement, the only exception 
to this rule is that ships turning into die wind after a 
downwind or crosswind course always end their move 
after sailing only one battle area into the wind. 


■ 
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Any time two opposing vessels occupy the 
battle area, they can engage each other by 


ap- 


pling. When two ships grapple, they stop moving 
and come sitfe-to-side fo r a boarding action. If bath - | 


commanders want to grapple, the si lips do so auto¬ 
matically. If neither wants to grapple* nothing hap¬ 
pens. and if only one party t ries to 
er makes a grappling check. 

Resolve a grappling check like a star 
attack, using the number on the ships’ blue counters 
(their movement allowances) as attack and defense rat¬ 
ings. For example, say a galleon - with a counter (move¬ 
ment allowance) of 3 this turn tries to grapple a caravel 
with a counter of 2, The galleon's commander draws a 
battle card and makes an attack on the +1 column? if H, 
D, or R comes up, the caravel is grappled. 

Ships may ungrapple if both commanders agree, 
or when one of the ships has been captured through 
a boarding action. Note that additional ships can 
automatically join a grapple if they desire. (See 
Boardings,) 


M 


attack phase 



As in normal War Card battles, magical attacks come 
first; a wizard can cast offensive spells at any ungrap¬ 
pted enemy ship in his battle area or one area away, 
He can cast defensive spells on any friendly unit in his 
battle area, Adjust the realm spells in the BIRTHRIGHT 
boxed set for naval use* New spells with significant 
effects on a naval battle are summed up on spell cards 
in this box* (Use these naval spell cards instead of the 
land-based ones in the boxed set.) 

Boarding actions and missile attacks (below), in 
that order, follow magical attacks. Only oared vessels 
can ram, as regular sailing vessels have too little 
maneuverability to prevent the target from dragging 
them down* 

Resolve ail types of attacks normally using the 
battle cards provided. 


boardings 


When two ships grapple, a boarding action ensues. 
Boardings are fierce, chaotic skirmishes fought across 
the decks of the grappled ships. Resolve boarding like 
a normal attack, except the attacker compares his 
boarding value (current total of red counters) to the 
defenders boarding value. If the attacker draws an H 















































































































resi 


( • 


in a grapple can 


result* the defender's hoarding value drops by 1 point, 
A D result on the battle card clears the decks of all 
enemies, allowing the attacker to capture the vessel. 

The defending vessel then gets a chance to coun¬ 
terattack the sa me way- The action repeats each 
round until one ships boarding value falls to 0 (no 
more red counters)* which signals its capture. 

Embarked troops; Troops add to a ships board¬ 
ing value, Each unit of infantry* pikemen, spearmen, 
archers,, or knights adds three counters 46 the ships 
boarding value- Irregulars, levies, scouts cava by, 
and artfllerisfo add two counters per unit 
An attacking ship that d 
its troops li 

us Own* decks, The g&fpicd defend 

break the grapple anromatically or remain grappled 
and continue the i3f*ht. (Drawing an F battle card 
during missile attacks has no result,) 

Extra ships: ftddittonal ships in 
add some of their boarding counters to the first ship 
'"of then side ffiat got involved in the fight. 

Captured vessels: Ships captured through board¬ 
ing suffer rone hit of damage from miscellaneous 
destruction and lose all their red counters—their 
E 0 ^boarding vbes are reduced to zero. To crew a cap- 
, hired vessel, (he prize-taker must send some,of its own 
M boarding counters aver to the prize to make it naviga- 
■ bti; The captured vessel can now fight for the victor* 
Boarding counters; Each hit to a ship removes 
one of its red boarding counters. Remember to have 
gS players update their ships' red counters to reflect 
g damage from boarding actions or other attacks. Also 
adjust them if a victor, extra ships, or embarked 
troops lend hoarding value. 

missile attacks 

Missiles represent a ship s ability to damage another 
vessel using archery, catapult shot, and other ranged 
weapons. Ships that did not move in the current 
round of battle can attack one enemy vessel in the 
same area or one area away. Resolve a missile attack 
by comparing fhe attacker's missile rating to the other 
vessel's defense rating and drawing a battle card. 

If an enemy ship scores a hit, rotate the ship card 
and its attached troop cards to the “1 Hit" position, 
to reflect the missile damage. Some ships, like an 
Anuirean galleon, can withstand four missile hits 
before sinking, but each hit reduces its movement 
and attack capabilities, and the ship loses one 
boarding counter, Each missile hit a vessel suffers 
also delivers one hit to a unit of embarked troops, 
possibly damaging or destroying them. Of course, 
embarked troops are lost If a vessel sinks. 


morale phase 

Arty ship that suffers an R battle card 
result is routed: It sustains a hit and 
must make a morale check in the 
morale phase of t&e battle round 


just like landbound armies situations. ; : lf 

In boardings, an R is %hc opposite .of an F result— 
it sweeps the decks of remaining defenders, 'If ft fails 
its morale check, the routed ship strikes its colori: and j * 
surrenders. A vessel That fails its morale check after 
suffering a rout from missile fire .most flee to the near--, , 
est open battle area in the fpflowing movement phase* 
avoiding enemy grapples if possible. If the routed" 'f 
ship, While fleeing; posses through a battle,area occu¬ 
pied by ameoegiiy vessel, jt itin$t make another morale 
check to see if it stops and surrenders. ^ : 

Each touted vessel can try to rally itself in the. 
next morale phase by attempting a new mprale 
check. If it succeeds, the player mAy move ii not- 
malfyiptlife following movement phase. Otherwise, 
the ship coijdT>ufis its flight 


A naval battle ships of one side flee 

the scene, strike ttjdiT colors, br ^ank, A commander 
also can surrender his entire fleet sat the end of a 
round by striking his flags hipVerffors and ordering 
his captains to do so, too. .P" 

Ships that leave a battle finish their day’s move 
by sailing to an adjacent maritime area, 

flight and pursuit 

Any ship can flee the fight any time by sailing farther 
in one direction than any enfemy vewel and ..remaining 
at least two battle areas away from the nearest enemy. 
If for example, a ship is the westernmost vessel on the 
map. with no enemies closer than two battle areas 
away, ifc has fled the fight However, ships can't flee in 
directions blocked by coastlines or shoals* 

If a fleeing vessel has no option but to sail into 
enemy coastal waters or an area containing hostile 
fleets, the ship must surrender. Victors may pursue 
a fleeing vessel using normal movement rules. 
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captured iships 


A victorious commander can impress afcaptured ves¬ 
sel into his navy by giving ft enough of his ships’ red 
counters to total half (.he prize's 
value. Or, he tan tow h to a friendly port 
Gfl to crew h. Until the vessel is remarau 
attack, although it might perform other miiyior 
Optionally, a commander can ransom cap 
back to the navy that lost 
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N ow that you're familiar with the culture and 
characters of the Sun Coast, you can kick 
off your Khinasbbased campaign with this 
short adventure. The scenario works best with at 
least one PC regent* but other scions—or common¬ 
ers close to the throne—work, too. 

Any Khinasi domain, with the possible excep¬ 
tions of Binsada or Sendoure, can serve as a jump¬ 
ing-off point for Coik of the Serpent * Its designed 
for four to eight characters of 3rd- to 5th-level; 
assume regent PCs have guards and retainers, too. 


Qdventure 
format 


A 


s with any Birthright adventure* read Coifa 
of the Serpent with these points In mind: 


♦ Read the entire adventure before running it* 

♦ Always read italicized text aloud to players, 

♦ Birthright adventures must be flexible enough 
for you to set in nearly any domain. Therefore* 
you might have to change some references to 
places and people to make them apply to what¬ 
ever domain you choose as a setting* 

For more general tips on running BIRTHRIGHT sce¬ 
narios* see the box set (Part III: The Birthright 
Campaign in the Rulebook and the adxTnture intro¬ 
duction in Ruins of Empire ). 


the setting 


It s most convenient to set the adventure in the city- 
state of Ariya p as this scenario assumes a PC serves 
as regent of that domain* (Its best to say that 
Ariyas NPC court mage P Rahil the Falcon* is on a 
mission and cant be reached during this adven¬ 
ture*) If no one wants to play the regent of Anya* 
you can aim the adventure at the PC ruler of almost 
any other Khtnasi state instead, although you'll have 
to change some of the character and place names. 

The principal villain is Khalil el-Arrasi. the 
cousin of Ariya’s ruler. (See pages 14 and 15.) 
This scenario presents him as a scion wiz¬ 
ard of some skill; if you must relocate 
the adventure, find a distant cousin 
or a vassal ruler beneath the 



coils of the 


PC regont 

to mi 

Khalils 
place. It's 


serpent 


not unreasonable to make a minor noble within the 
PC regent's domain a .sorcerer of Khalils considerable 
skill—as lung as you don't drop this kind of surprise 
on the pfoyer character regent with every adventure 
he undertaken 

ff no plaver character rules a political state* locus 
the adventure around any PC regent with an enemy or 
ambitious subordinate who asks the Serpent to help 
get rid of him; play Khalil as an agent of the awn>hegh- 

Finally, if the group includes no regents, assume 
that Khalil seeks to gamer influence by controlling 
the wealth and land of the most noble or important 
PC. In this case, discount the Regent Aettuhs part of 
each action round, 


background 


the domain turn 



Each action round of this adventure lasts no longer 
than a month as written, including travel time. 
However, you're free to decide the pacing of the sce¬ 
nario- Run it as a single action round (assuming the 
regent decides to adventure as a character action) 
spread the action over several domain turns* 
The items in each Regent Ascians section 
provide a bigger picture of events within 


the domairUjtim as they unfold. 
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The Serpent wields great power throughout Khinasi 
through the Society of die Serpent and the Sons of the 
Serpent: vile brotherhoods that strike in the night with 
poison and blade. Like other major awnsheghlien, the 
Serpent wants to gain power by acquiring the strength 
of other bloodlines. In this adventure, the monster*?; 
attention falls on one of the player characters. 

Since the Serpent has relatively little influence in 
the PCs state, he's allied with an important local 
tamounzada wizard—Khalil el-Arrasi, the distant 
cousin of the regent and an ambitious contender for 
the throne. In exchange for helping Khalil gain the 
throne, the Serpent wants the PC regents bloodline. 
The evil mage gains the power and wealth he craves, 
while the awnshegh gets a puppet ruler and the quiet 
bloodthcft of the player character's ancient line, 

Khalil must deliver the regent to the awnshegh, 
using the muscle of the Society and Sons of the 
Serpent, Plus* the creature gave the wizard scrolls 
to create a simulacrum of the PC regent* Once 
Khalil has prepared this duplicate, he'll lure the 
regent into a trap and govern the state himself, 
using his magical creation* 


first action 
round 


i 


n this action round: 


Khalil sends assassins of the Society of the 
Serpent to the PC regent, seeking the last 
ingredient for his simulacrum: a piece of 
the regent's flesh. He masks the attack with 
the theft of the Ariyan Scepter of Office. 
When the PCs investigate the attack* they dis¬ 
cover the scepter is actually the long-lost key to 
a sealed island temple, a place rumored to hold 
great magical treasure and, better yet, informa¬ 
tion about the Masetian kings who predated the 
Ariyan royal line. 


recent actions 

The beginning of the domain turn finds Ariya pros¬ 
perous and loyalty high. Of course, the wizard Khalil 
recently left court under a cloud—he always seems to 
have a new quarrel with his cousin* Now back in his 
Kfeira tower, he's usurped the regent's authority once 
more: Scouts report he's hosting Mai rad an diplomats. 

The regent receives more unusual news, too: 
Some fishermen spotted a couple Serpent galleys 
near the Isle of Ghosts. However* the Serpent 
wields little power in this area. 

Equally strange are reports that gnpll tribes from 
the Tarvanian Hills (specifically Me id Tarvai in the 
Sphinx's domain) have ranged farther afield than 
normal. Such raiders have rarely troubled Ariya in 
the past. 

Tliese events might require regent actions in the 
first action round. The adventure portion of this 
action round* Knives i« the Dark, could call for espi¬ 
onage and research actions. 


part one: knives in 
the dark 

The adventure opens with an attack on the PC 
regent s palace by members of the Society of the 
Serpent, covertly aided bv Khalil. The awnshegh's 
assassins were instructed to follow the wizards 
orders: to wound the regent with special barbed 
knives he gave them and steal the Ariyan Scepter of 
Office, The assassins believe the potent poison on 
the knives will slay the regent in short task and that 
Khalil will arrange their escape from the palace. 

The wizard has deceived them, of course— his 
plan is more complicated than anyone knows. As 
soon as he has the flesh off the barb of one knife, 
Khalil intends to warn the palace guards of the 
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attack, ensuring the assassins' capture. If he mere¬ 
ly wanted to replace the regent with his simulacrum, 
he could have the Serpent's agents spirit the wound¬ 
ed prince away to the awmhegh while he finished 
his construct and placed him on the throne. 
However, Khalil is not just power-hungiy: He's 
greedy for wealth, too. 

In his magical research, Khalil stumbled upon a 
reference to an ancient temple on an island south¬ 
east of Ariya that contained the burial riches of gen¬ 
erations of Masetian kings. After months of plan¬ 
ning, the wizard has concocted a scheme that not 
only wins him the throne and fulfills his bargain 
with the Serpent, but also gains him all the wealth 
of this temple. The one problem is, he has to trick 
the regent into opening the sealed temple for him— 
only the PC has the divine bloodline for the job, 

the attack 


Assassin, Khinasi, T4 (2): AC 6 (leather armor, 
Dexterity bonus); MV 12; HD 4d6; hp IB, 16; 
THACO 19; #AT 1; Dmg ld3 (knife), Id6 (short 
sword); SA poison; SD thief abilities; SZ M; 
ML fearless (19); Int average (9); AL CE; XP 650, 

Note: The Type O poison coating the knives par¬ 
alyzes victims for 2d6 hours, onset time 2 to 24 
minutes. 

Thief abilities; PP 45%, OL 37%, F/RT 35%, 
MS 33%, HS 40%. DN 15%, CW 88%, RL 5%, 

Khalil told the assassins to throw their poisoned 
knives aside once they'd wounded their victim. 
Wounding the PC is very important to the adven¬ 
ture's plot; if the regent could probably overpower 
the assassins, boost their statistics or have them 
strike while he's asleep (if they succeed in Move 
Silently skill checks). 

After the attack, read the text below; 


The plan takes action as Khali] guides the two assas¬ 
sins into the palace, using various charm, invisibility 
and forget spells so they can reach the PCs bed 
chamber undetected, (Khalil has sufficient skill to 
overcome almost any defenses with the right spell. 
If all else fails, a passwall spell should get the assas¬ 
sins into the regent's room.) The wizard then with¬ 
draws to a secure location to monitor the attack by 
means of a clairvoyance spell* awaiting the right 
moment to remove the barbed knives with 
Drawmij's instant summons. Once he has his bit of 
royal flesh, hell alert the guards and dec the palace. 

Begin the encounter by reading the text below 
aloud to the PC regent and the others: 



After a tong day of bearings and discussions on various 
affairs of state, you retire to your chambers . It's after 
midnight , but your sleep feels restless and troubled. 
Sometime in the small hours , ffte sound of footfalls in 
your bed chamber wakes you , Opening your eyes, you 
find rwo black-clad forms approaching your bed with 
the glint of steel in their hands! 


player character make a surprise check* 
surprised, the attack counts as a back- 
with an additional +4 bonus to hit. 
Vs difficult to avoid an attack while 
dng in bed, tangled in sheets, so 
the assassins strike with the 
a prone tar- 
no Dexterity 
AC 


Despite your attempt to dodge the dagger thrusts, one 
blade strikes y*ou. ttfab an agonizing twist, the assassin 
wrenches the knife one of the wound and hurts it away. 
"That's it!" he mutters to his companion . "The poison 
will finish feimf' With evil grins, both assassins back 
away and flee through the chamber door into your 
receiving room. 

The dagger on the floor glimmers oddly for a moment 
then disappears in a wisp of smoke* The knife cut stings; 
the weapon's abrupt remind forte away a divof of flesh. A 
strange numbness spreads from the injury through your 
body, mating you dizzy and nauseated . 



After injuring the regent, the assassins plant a few 
items in the receiving room: a map, a slip of paper, 
and two empty vials. Then they scoop up the Ariyan 
Scepter of Office, which the regent keeps in a satin- 
lined oak box beside an ornate chair, They withdraw 
and make their way from the regent's suite to a pre¬ 
arranged meeting point—where they soon see that 
Khalil has left them stranded in the palace* 

If possible, allow other PCs to participate in the 
palaces defense by helping track down and confront 
the assassins, especially if these characters work as 
retainers or guards. The commotion of the con¬ 
frontation between the royal guards and assassins 
should bring other characters running* If no PCs 
actually participate in the battle, assume that the 
guards capture the assassins easily. 

after the attack 

I he PC regent probably believes he narrowly sur¬ 
vived a theft and attack on his life; he should have 
no id§a the poison was designed only to knock him 
out, not fSR him. 

Khali! provided the assassins with several items 








to leave at 
the scene 
that should 
lead the PCs to 
his trap at the 
island temple. One 
left a folded, bat¬ 
tered map of the 
island, Khoufayla; the 
other dropped a slip of 

paper with the words “Midnight s Shadow" written 
on it. Both men left vials with stamps identifying the 
apothecary that sold the poison. 

The regents next actions depend on the circum¬ 
stances after the assault: 

If the assassins are killed or captured* Should the 
assassins die before they can leave their “clues* in 
the receiving room, the PCs still find the items on 
their bodies. In case they're captured—the likeliest 
outcome —Khalil will tdepon to the palace as soon 
as possible and kill the assassins to protect himself. 
However, he will not jeopardize his own life or 
reveal his involvement unless absolutely necessary* 
He'd rather accept the assassins* blame than risk 
capture himself at this point. 

If the assassins escape the PCs, Should the assas¬ 
sins fight their way free of the heroes, the royal 
guards capture them and recover the scepter and 
evidence, 

If the assassins fail. Khalil would like to have fin¬ 
ished his simulacrum before luring the regent into 
his trap but, if necessary, he will proceed without 
the duplicate. He knows he can get his bit of flesh 
once he's lured the regent to the island of 
Khoufayla. Despite the unsuccessful assault, the 
assassins should have left enough “evidence* along 
their path to point the PCs in the right direction for 
their meeting with Khalil, 

the investigation 

Presumably, the PCs begin looking into the attack¬ 
ers' identities and motives. They may follow several 
avenues, including questioning the captured assas¬ 
sins, tracking the clues they left behind, or using an 
espionage network. 

Questioning live captives. Assassins belonging to 
the Society of the Serpent would rather die than 
talk when captured. So t the regent can learn noth¬ 
ing through questioning about their employer, the 
“clues"' they left, or why they sought his Scepter 
of Office, 


Although surviving assassins resist 
physical duress, charm person , ESP ,; or 
similar spells reveal what they understand 
of their mission: To kill the regent for 
Khalil and leave clues that should throw 
investigators off the track. They know noth¬ 
ing of the wizard's scheme to lure the charac¬ 
ter to Khoufayla, As these agents come from 
Mairada, they have no information about the local 
chapter of the Society of the Serpent. 

Questioning dead captives. The PCs can use a 
speak with dead spell only if one of the group is a 
priest of sufficient level to cast it. If they do ques¬ 
tion the departed spirits, they learn as much as if 
they had charmed a living assassin. However, role- 
play the questioning carefully under the limits of the 
speak with dead spell And remember, Khinasi wiz¬ 
ards can not violate their oaths to use most forms of 
necromancy. 




Following the leads, “Midnight's Shadow" refers to 
a tavern of that name in the city's worst district: a 
low-grade establishment catering to carters and 
laborers, Khalil rented a room there for the assas¬ 
sins' use, disguising it as a merchant's/[See The 
Assassins' Den t below,) 

The map of Khoufayla fortuitously note* the 
island's name. No one knows much about the 
land mass so small it doesn't appear 
It requires a fair bit of research to determine 
location and significance- (See The Legend 
Khoufayla on page 8L) , 

Player characters can trace the vials "to a ipl 
apothecary near the Midnight's Shad&w^ The char¬ 
acters don't recognize the name of the pajjson who 
ordered the poison, according to the shopkeeper s 
records. (Khalil placed the order under an Assumed 
name,) However, they learn the shopkeep^rwujto 
send word to the tavern when the order was re&dti 
which should direct the 



Espionage. A regent who successfully uses an espi¬ 
onage action learns that Khalil orchestrated the 
attack and discovers the assassin's den through his 
spies. If the PCs decide to confront Khalil immedi¬ 
ately, they learn that the wizard sailed from Ariva 
the day after the attack. To bring him to justice, 
they'll ^lave to follow him. 

ss in’s 

When the J?Cs investigate Midnight's Shadow, read 
the Lest below. Insert encounters with thugs to trouble 
the heroes, should they be traveling incognito and 
in small numbers. 
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The Midnight s Shadow is a disreputable establishment 
catering to foreigners and questionable characters . It 
sits in the dark recesses of a dismal alleyimy in the 
city's worst quarter. Ihe regents poorer and most des¬ 
perate subjects occupy the overcrowded buildings sur¬ 
rounding the tavern . 

Stepping lb rough the low doorway f yo ti find a state- 
smelling wine shop with shoddy furnishings and a 
handful of sullen, filthy patrons . 7*hey eye you warily, 
falling silent as you enter The proprietor an enormous 
maw, has a sal/ow, pocked face. Avarice iimts his 
countenance into a fawning smirk , and with a bow he 
*ays, "A jug of my finest, lord? " 


The tavern keeper is a fence and part-time crook 
named Rami the Fat (MKh; 13; NE). if the PCs are 
incognito, he treats them with contempt, demanding 
that they purchase his miserable wine at outrageous 
prices. Winning his cooperation requires a substantial 
bribe—or immediate threats to his life. Ramis cronies 
include six O-level thugs. ‘The innkeeper may tiy to 
mug the PCs, if their group is small. 

Should the regent himself show up on Rami's 
doorstep with his retinue in tow, the innkeeper acts 
disgustingly obsequious, bowing and scraping while 
trying to sell his wine at even more outrageous prices. 
Of course, Rami doesn't even think about offering 
violence to his suzerain, but he won't seem especially 
cooperative until he sees either gold or steel. 

When given the assassins' descriptions, 
Rami confirms that they rented a suite of 
rooms, He calls their leader—a man fitting 
Khalils description—"a cold-blooded oudander 















with dark, dead eyes,” The leader came and went with 
his fellows several times over the last week or so but 
vanished a few days back—with money still owed on 
the rooms, Rami adds. 

If the PCs offer to clear the tab (it amounts to 70 
gp) t Rami shows them the rooms. (Depending on 
the role-playing, he might escort the regent to the 
rooms at no cost.) 


This suite loots ftfee the chambers of a traveling band 
of minor merchants, with several scattered pacts, 
trunks, and crates of fine pottery, wines, silts, and 
other small bat Y^alwable goods . A quick search reveals 
a handful of manifests and ledgers, as well as a heavy 
book wrapped in oiled cloth and hidden at the bottom 
of One trunk. 


The goods are worth 155 gp to anyone in the 
party who claims them. The ledgers appear normal 
for a traveling merchant. However, closer inspec¬ 
tion shows that all the entries were made in the 
same hand, using the same ink. No time at all seems 
to have elapsed between the first dated record and 
the most recent. 

Tucked under one cloth flap of the book in the 
trunk is an unsigned note. The heroes can't guess 
that the assassins never saw it—Khalil planted both 
it and the book. The note reads: 


The book with this note is titled An Account of the 
Voyages of Sidar d-Bandiya , Characters with the 
Local Histoiy proficiency might have heard of 
Sidar; those who make successful proficiency 
checks recall him as a magician and explorer who 
lived about 100 years ago. 

A bookmark indicates an underlined passage in 
the text. 


"Having been advised of our location t I urged the cap¬ 
tain to make a landing on Khoufayla, a deserted island 
300 miles southeast of Ariya. White the captain sent 
out watering parties, 1 earpforcd the small isle. I'd 
thought Khoufayla was never settled —imagine my sur¬ 
prise when I crested a ridge and found a great ruined 
temple before me! 


"The temple looked obviously Masetian in design. I 
approached, thinking to scout the mins and learn 
more, but the temple's doors were locked by a magical 
5 *al I could not pass. This sigil struck me as familiar, ; 
and after a moment I placed it iw my memory —the seal 
of Ariya! The seat had a piece missing—the key t I pre¬ 
sumed , / made a cast of the seat, hoping to fashion a 
substitute, but when I returned * my duplicate proved 
ineffective. 

"Below is a sketch of the missing pieces outline in 
its actual size , The piece might now take almost any 
form; an item of jewelry, a« amulet, a headpiece to a 
short staff\ "I have never heard of any Ariyan interest 
in Khoufayla and can only speculate about the tantaliz¬ 
ing temple's contents and history , M 


A margin note beside the passage states simply: 
"Scepter of Office?" Sidar s sketch of the missing 
piece clearly matches the headpiece to the regent's 
scepter. 


the legend of khoufayla 


After discovering Sidaris book in the assassin's den 
and recalling the attempted theft of the scepter, the 
PCs should decide to investigate Khoufayla and its 
mysterious temple. This requires a week of dedicat¬ 
ed research or one regent's use of the research char¬ 
acter action. 

Anyone looking into the matter finds that the 
Ariyan Scepter of Office actually dates back to the 
Masetian rulers of this area. The current Ariyan 
dynasty has passed it down for centuries. The 
scepter has a faint alteration enchantment on it, if 
someone thinks to check it with a defect magic spell, 

Researching the island of Khoufayla initially 
reveals little: the island is well charted, if somewhat 
out of the way From time to time, sailors land on its 
shores to replenish water and food stores. A few doc¬ 
uments refer to "haunted ruins," but it takes a great 
deal of effort to bring the temples story to light, 

The temple was built by the mainland Masetian w 

dynasty of Sana to honor the goddess MaseLi and * 


serve as a mausoleum for their kings. Over the 
years, such a tomb would become a storehouse for 
kings' burial treasure, so a great deal of wealth and 
magic may now reside in the temple on Khoufayla. 

Khalil discovered this legend in his 
research. However; when he visited 
the island with the scepter 
(the regent never knew 
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it had been taken, 
as Khalil left a 
magically 
created 
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replica in its place), the sealed doors would not 
open for him. Surmising that only the true ruler of 
Ariya could break the magical seal, he knew he had 
to lure his enemy there before he could own its rich¬ 
es—and before he handed the regent over to the 
Serpent* 

sec9nd 
action round 
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n the second action round: 

♦ The PCs travel to the island and explore 
the lost temple. However, Khali) and the 
Serpent s forces await them as they exit, 

♦ The wizard and his simulacrum go back to Ariya 
to rule in the regent's place* 

♦ The PCs are taken prisoner and loaded aboard a 
Serpent galley for an appointment with the 
awnshegh. 

re^ehf actions 

Before the regent leaves for the island, he leams 
that the raiders from the Sphinx's domain have 
sacked a couple border towns. He might choose to 
dispatch troops north. An espionage action gives 
him only sketchy details on Khalil's recent 
Malradan guests—actually emissaries of the 
Serpent, finalizing their plans, 

two: the serpent 


1.000 gp or a dhoura for 4,000 gp. (See ship 
descriptions on Card 1*) Ideally, the regent should 
be accompanied by the other PCs. his bodyguards* 
and the ship's crew and captain. At most, he might 
want to bring along one company (200 soldiers) in 
case of a fight, 

The regent should think twice before stripping 
his state utterly of its defenses for a personal mis¬ 
sion, however. Before letting the player embark his 
entire army, remind him of enemies surrounding his 
character's domain. If the player insists on bringing 
all his military forces, step up the raids in the north* 

Finding Khoufayla proves no problem, as long as 
the weathers good* (DM hint: Bad weather can 
scatter large fleets, if you need to thin out the 
regent's followers without killing them.) To make 
the voyage more exciting, you can add an encounter 
or two* like dieting a pirate vessel* sahuagin, or a 
sea monster. A 

■ 

the island 

When. the regent's ship reaches Khoufayla* read the 
text below: 


Tfee fafomf comes into view the morning of the third day 
of your hot voyage. Dense tropical forest covers 
Khoufayla { and several sizable hifk slope steeply up U) 



Magellan kings that once ruled what is now Ariya* 
Since rife wizard has completed hi® simulacrum and 
departed with !t for the rsle to await the regent, the 
PCs can do little more with the adventure but fol¬ 
low him. 


& couple hours later* wc snip drops anchor hup 1 
small horseshoe-shaped ba$ suncnmded hy hijih gtfln 
' dense palm grove Iks at the head of the bay, 
wind carries the calk of^fpeat numbers of birds 
animaIs, Wiih a sp faiK thesailors ks*4r the ship*s 
boat into the water and weiileSpveml empty casks on 
"We might as well top off the water white were 
the captain says, "Do yoL wish-fat & d&otft 
Highness?** _.,V m .. f jLp 


the voyage 


To get to Khoufayla, the party will need 
a ship* If the regent has 
no navy* the group 
mg can hire a 

dhow for 


Few dangerous creatures inhabit Khmifayhi. At 

your discretion* the group might meet great cats, 
crocodiles, or giant snakes* bats* or insects* but 
most local wildlife avoids humans. 

Khalils men—more Serpent agents—wait near 
the temple and at sea aboard two Serpent galleys 
anchored on the other side of the small island, The 
wizard plans to ambush the regents party after the 
Arivan ruler unseals the temple (and, Khalil hopes, 
disables its traps and collects its treasure for him). 
Meanwhile, the galleys will capture the regent's ves¬ 
sel—should the PCs defeat Khalil’s land troops, the 
wizard s naval forces will take them all the same. 



r.v> 
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The heat feels stifling under the thick green canamtof the , 
islands forest, which borders on jungle in manv places* A 
few game trails cross the forest floor and you .find a rocky 
stream bed that leads inland* Lots ofbirtjtf 'monkeys t and 
insects live here, but there is no sign of man. 

After marching about an hour and a half you near the 
top of the ridge Sidar mentioned nr few journal. Breaking 
through the foliage, you find yourselves gazing on a wide, 
bowl-skaped valley of cheshhigh grass in the middle of the 
forested hills* In the center of the valley, about a quarter- 
mile away an ancient temple of crumbling black stone 
stands amid the ruins of a small town. An icy chill passes 
through you as you look upon the temple . 

-L __ * __ 


T+fr 

Khalil carefully keeps his men out of sight using 
a massmorph spell to disguise them as an acacia 
grove on one side of the temple courtyard. If the 
PCs use any unusual scouting methods* they might 
find Khalil’s camp, but no one is there. (See Khalils 
Ambu^ t page 88.) 


m 

the tainple 


\ 


Forgotten since before Deismaar. the edifice now in 
ruins before the group was built to honor Masefa* 
patrone$S*gf the Masetians, and as the final resting 
place,of that kings of the mainland (now Ariya). 
u owever, as the Masetian rulers became embroiled in 
estic problems, the temple fell into the hands of a 
It dedicated to the sinister power Katisius. Ariya s 
last Maseiian rulers defeated the evil priests just 
D^isnuiar and sealed the temple to prevent the 
dishonoring their ancestors. 

Cs approach the temple, continue 
low: 



the stone-flagged court before the temple 
Vroper tlye friaftive structure of dull black stone looms 
pcfom you. its impress ive workmanship evident even after 
neglect. Sone of the peripheral buildings seem worth 
nigtuing —thc centuries hai>e reduced them to piles of 
ft. However, the great central huldmgrseems to have 
weathered the years much better In fact , at this range 
most of the damage looks only superficial. Your scouts 
report that the building has no visible entrances besides 
the main doorway before you. 

The temple's cast bronze doors look easily 20 feet 
high and 10 feet wide. These portals bear a complicate 
ed engraved design quite similar to the Seal of Ariya. 
You can tell the seal is incomplete — an empty socket 
marks the place for the last component of the design . 



to overcome the doors’ mass. Walls 10 feet thick make 
breaking into another point of the temple quite diffi¬ 
cult, although a skillful climber could slip into one of 
the upper floor windows. However, these hold traps*— 
glyphs of Warding to prevent that very mode of entry. 
A character who tries to climb in a window suffers 18 
points ot electrical damage (save vs. spell for half 
damage) and must make a second saving throw imme¬ 
diately id see if he tails from his perch and sustains 
3d6 mom points of damage. Depending on which 
window the climber tries to enter, he may have fallen 
into Area L, 4, or 5. (See temple map key. next page.) 

The easiest way to enter the temple involves 
placing fo e scepters hea dpiece in the socket 
The seal ’a enchantment-allows only 
Ariya's true ruler to make the fit—a « JSsSBBSM 

flash of light arid Toree iepels 
others who touch the scepter 
to the door if 


Naturally, the great doors are barred and 
locked, It would take a battering ram to 
break them down by force, and 
knock spells seem too weak 
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When you touch the scepter’s headpiece to the door, it 
in^randy bonds to ffee seal and completes the design. A 
/7asb of blue light dances along the symbols and lines, 
then the doore begin to groan open , Cloud* of dust 
sting your eyes as the temple exhales a stale gust of dry 
air with the parting of the doors. The scepter falls back 
info your grasp . 

Inside waits a dim chamber of some size, lit by 
slanting beams of light from the upper windows* Great 
stone pillars support^ a barrel-vaulted ceilmg\50 feet 
overhead L The walk* covered in stone bas-reltef^show 
ancient heroes buttling horrible monstm. At the else 
bers far end, a large alfar of black stone sits before i 
grim idol of an armored warrior with clawed feet, 
taloned hand# and a fierce countenance , 

it * JL 1 


temple map key 


1- Great hall* In the Masetians' day ; the great hall 
housed the last observances for mainland kings. 
Priests of Masela would pray, fast, and stand watch 
for a month over the preserved body of a deceased 
ruler before interring him in the vaults below. A 
thick layer of dust covers the smooth, black marble 
altar and floor, 

Qf course, most^ recently the tempfes priests 
served tvot Masela, but a false god. After a success* 
ful Ancient Histoiy or Religion proficiency check, 


can identify the hideous idol behind the altar 
as KalfNus. Inspection reveals scrape marks on the 
floor before the idol, suggesting that something else 
once stood m re. 

The altar itself, at the great hall's north end, 
radiates a feeling qf menace; appropriate spells 
detect a weak aura of evil, A character who search¬ 
es this area discovers parallel tracks on the floor 
beside the altar—It was designed to slide to one 
side, Moving the altar requires an Open Doors 
check with a -4 penalty, since the slab weighs 
more than 1,000 lbs. Bach additional character's 
aid reduces the penalty by one, and five people 
together can move the slab automatically The 
altar covers a staircase that leads down to the 
undercrypt (Area 6), 

Two small alcoves on either side of the great 
hall's main chamber now contain minor idols to 
dark spirits who served Kalisius: a fiend with 
wicked claws, a serpent-man, a withered Crone, 
and a slim girl pierced through with swords The 
mainland troops who sealed the temple have 
knocked these lesser idols off their standsind bro¬ 
ken them to pieces. 

The glyphs of warding and sealed doors have kept 
animal intruders out, so the great hall and alcoves 
appear in surprisingly good shape, Some debris lies 
scattered around, including the remnant# of tapes¬ 
tries and corroded braziers and sconces along the 
walls. Five skeletons lie molding before thaj 
altar^-the remains of some who once served here, 




The Temple of Khoufayla 





















killed by the Masetian troops* The spirits of these 
priests now guard this place. Any living person set* 
ting foot in the hall without the Ariyan Scepter of 
Office risks their wrath. 

Spectre (5): AC 2; MV 15, FI 30 (B); HD 7 + 3; 
hp 40, 37 t 36, 33, 30; THACO 13; #AT 1; Dmg td8; 
SA drain two levels with each hit; $D hit only by +1 
or better weapons, undead immunities; SZ M (6 
feet tall); ML champion (15); Int high (14); AL LE; 
XP 3,000. 


(in Areas 1 and 3), their restless spirits often linger 
in these rooms. 

While the Masetian troops did search the priests' 
quarters, they missed a hidden space in the rear wall 
of Area 4b. Inside is a small locked strongbox with a 
poisoned needle in the lock. Fortunately the poison 
has long since lost its potency. The strongbox con¬ 
tains five diamonds worth 100 gp each, three tour¬ 
malines worth 25 gp each, a small pouch of 30 pp* 
and a tieckWe of adaptation . 


If a character bearing the scepter enters the hall, 
the spectres keep out of sight—in effect, the royal 
talisman turns them automatically. Otherwise, they 
attack with hideous shrieks and wails, rising from 
the bones of their former bodies. Priests suffer -2 
penalties on attempts to turn undead while inside 
this evil temple, A 

2. Sacristy. Jhe door to the temples southwestern 
chamber once formed part of the mural on all the 
walls of the jfoom, It depicted Masetian rulers fight¬ 
ing monsters in a landscape Ariyan PCs might even 
recognise as home. The mural had concealed the 
door from plain sight. However, the door was bat¬ 
tered down long ago and now lies in several moldy 
pieces on the floor. The sacristy used to store cere- 
mental accouterments such as fonts* knives, wine 
flasks, and other religious artifacts, Most were car* 



125 gp under a cabinet. 


3. Vestment chamber. Like the entrance to the sac¬ 
risty (Area 2), the dbor to the vestment chamber b 
Was pari oh a* tiled mural but broke open when \ 
Masetian troops swept the temple. Priests of* 
Kalksjus usec| to store ceremonial robes, chasubles, 'i 
and headpieces hen*. The room includes a small 
lout for ritual purification before ceremonies. 1 
Nothing remains except overturned armoirea and 
the tattered remnants of priestly robes, A skeleton 
lies buried under dehm m one corner, with a jew¬ 
eled ring worth 250 gp still on one bony finger. 

4a to 4c. Priests 1 quarters. The upper door forms 

a mezzanine above the temple's south end, over¬ 
looking the great hall. Stairs leading up to this area 
now stand choked with fallen banners and ruined 
furniture. Areas 4a, 4b, and 4c served as the lesser 
priests' quarters—fairly austere even before the 
mainland soldiers defeated the clerics here. The first 
two chambers each contain a pallet, a tall cabinet, a 
chest, and a writing desk: all ruined. Area 4c down 
the hall housed four acolytes and still holds a 
wrecked pallet and chest for each of them. Although 
the acolytes and priests all died on the ground floor 


5a and 5b, High priest's chambers. The leader of 
Kalisius s cult was the High Priest lagostes, a pow¬ 
erful and charismatic servant of evil who wreaked 
great havoc in the city that predated Ariya; not only 
did he want its warriors in his cult, he tried to take 
the city by force. 

These rooms felt quite luxurious in lagostes's 
day with rich carpets, well-made furniture, and gold 
hanging lamps, Of course, the soldiers who 
destroyed lagostes's cult thoroughly pillaged his 
quarters. The PCs walk into the high priest s former 
living area (5a), To the far right, a door leads to 
Area 5b, a dressing room. * t 

The Masetian soldiers compred the high priest in 
Area 5b and slew him, after he*d already taken mag¬ 
ical steps to conceal the existence of the temple's 
undercrypt. His mortal remains—a few blackened 
pieces of bone—are'burned into the center of a 
S charred circle on the west walk lagostess ghost 
appears in this room (or the undercrypt, if the PCs j 
find it first), . - . 

lagostes (ghost): AG Q or 8; MV 9; HD 10; 

hp 54; THACO 11; #AT 1; Dmg age ld4 ^ 10 years; 
SA fear, age 10 years by sight, magic jar; 9p hit onlj^" 
by Silver or +2 or better weapons, nonmajartiil form, 
urtdead iitummitics: SW AC 8 to ethere|I attacks; * 
SZ M (6 feet tall); ML fanatic (18); Int high (J 4); 

mj fpjf. pH; 

Lagosles appears ld3 rounds after a living char¬ 
acter enters Area 5b (or the undercrypt). His mere 

appearance forces all viewing him to save vs, spelt 
or age 10 years and flee in panic—including the 
regent’s guards and retainers! However, the charac¬ 
ter holding the scepter remains immune to this 
effect, - - 
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You suddenly feel paralyzed by an 
uncontrollable chill like an icy hand 
passing through your heart , A 
moment later ; a dim apparition 
appears in the center of the room , 
gradually taking shape as a misty 
humanoid form with baleful rad 
eyes. Terror radiating from the 
phantom crushes your heart in a 
cold grip. Around you * the retain¬ 
ers ay out in borror, then scatter at 


the sight of the ghost 



If the PCs don't cany the Ariyan 
Scepter of Office, lagostes attacks without warn¬ 
ing. However, if they do have it, the ghost of the 
high priest speaks to them instead: 



Tfec spin* drifts closer ; sneering as it surveys you up 
and down,-Jts ceremonial robes suggest that this is the 
v shade of a great priest 'Ts this what rhe line of Maltos 
Saria has come toV * it demands , its voice a sibilant 
whisper, "What mockery is this? How came you to bear 
the Scepter of Maltos? Vow are no Masttian. Has Saria 
fallen to barbarians? f> 

In lagostes's lifetime, the state of Ariya was a 
Masetian state known as Saria, ruled by the ancient 
line of Maltos Saria, After Deismaar* the line of 
Masetian rulers failed as their entire race disap¬ 
peared; the Basarji built their city of Ariya on 
Saria's ruins. The PC regent springs from the blood 
of this newer, “barbarian" dynasty, 

Depending on the regent's answers, lagostes may 
attack, flee, or cooperate. Questions about the 
rumored treasure of the Masetian kings provoke him 
into attacking—he considers the hoard rightfully his 
and can't tolerate the idea of its removal. If the regent 
tawponds to the ghost’s questions truthfully by telling 
of the end of the Masetians* lagostes withdraws to 
the vault (Area 8) and attacks only if the group dis¬ 
covers the treasure there. 

Should the regent slant the truth of 
his answers* trying to find an expla¬ 
nation to placate the ghost, 
lagostes may allow the 
regent to depart the tem¬ 
ple in peace* or he may 
attack* depending 
on the story’s 
belie vabilitv. 



& 


The ghost also might try to convince the regent 
to relinquish the scepter; placing it on the altar 
would release him from undeath, he says, offering 
to show him gold that is “rightfully yours" in 
exchange for leaving the badge of office. This is a 
ploy however: lagostes has no intention of honoring 
the agreement; he just wants the regent to put the 
scepter down so he can attack with his magic jar 
ability as soon as the talisman leaves his hand. He 
hopes to take control of the regent's mind, then 
return to Ariya and rule in the name of Katisius, just 
as he desired so long ago, 

Defeating lagostes: The scepter's power prevents 
the ghost from directly attacking the regent, but he 
still can try using his magic jar ability on someone 
xlose to the regent, thereby striking through the PCs' 
Trietid^^pd allies. The group can drive the ghost away 
with the*1rorest^oiK:h of the scepter (a successful 
attack roll vs, AC 8) or can lay him to rest by remov¬ 
ing his remains from the temple and having a priest 
bury them properly. If the party forces him to flee, he 
returns in Ld3 turns to attack again with indirect 
methods: using magic jar on the regents allies or his 
innate fear ability to send them all shrieking out of 
the temple. 

6. The undercrypt. This chamber is flagged and 
finished with smooth* polished black stone. 
Characters enter via the stairs hidden under the 
altar in the great hall. 

A well-preserved frieze runs around the room at 
about chest height on the wall* chronicling the 
reigns of the Sarian kings. The bas-relief features 
each line of succession in the order of its rule—the 
first describes the reign of King Maltos and the 
four regents of his blood who followed him. The 
next details the start of a new dynasty* and so on. 
Five dynasties appear now, with preparations lard 
for a sixth. 

Six tall* narrow doors of bronze plate spaced 
evenly along the east and south walls punctuate the 
bas-reliefi. Five of them feature a life-sized casting 
in relief of the founder of a dynasty. Despite the 
outstanding workmanship, flecks of green corrosion 
cover the doors due to their age, Five of the doors 
are locked, wizard locked at I2lh level* and guarded 
by a glyph of warding. (The sixth is merely locked.) 
Each glyph inflicts 10 points of damage and blinds 
any character who doesn't speak a prayer to 
Kalisius before touching it. (A save vs* spell negates 
the blinding effect and reduces damage to 5 points, 
The blindness can be healed using a cure blindness 
spell.) The Masetian troops incinerated the keys to 
all the burial chambers behind these doors many 
centuries ago when they killed lagostes. 

Between two of the bronze doors* the under¬ 
crypts south wall hides a secret door that leads to the 
temple s hidden vault. The exceptionally well-built 
door has no obvious trigger mcchanism—the catch is 
on the room's southernmost pillar* near the floor. 
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If the characters did no 1 encounter lagostes in 
Area 5b, they'll find him here in the undercrypl 
instead. He knows how to bypass the glyphs t but 
he'd rather let the heroes set them off In fact, he 
may tell them the kings' treasure lies in their burial 
chambers behind the bronze doors, knowing that 
searching there will set off the glyphs and may awak¬ 
en monstrous guardians waiting in the chambers, 
lagostes takes whatever steps possible to prevent 
anyone from discovering the secret door, 


7a. First burial chamber. In the somber northern¬ 
most burial chamber, five great stone sarcophagi 
stand against the walls: the resting places of Maltos 
Sana and the kings of his line. Each sarcophagus 
has a lid carved with the likeness of the king within. 
The floor tile pattern forms the seal of ancient Saria, 
At the far end of the room, a statue of an ancient 
warrior sits watching over the room with eternal vig¬ 
ilance, Golden, highly polished lanterns enchanted 
with continual light spells provide soft illumination, 
As long as no one disturbs the sarcophagi, noth¬ 
ing happens here, However as soon as a character 
damages or opens one, the statue becomes animate 
and attacks — this stone golem has orders to prevent 
anyone from despoiling these tombs. 


Stone golem: AC 5; MV 6: HD 14; hp 60; 
THACO 7: #AT 1; Dmg 3d8; SA slow once per 10 
rounds; SD hit only by +2 or better weapons, 
immune to most magic; SZ L (8 feet tall); ML fear¬ 
less (20); Int non (0); AL N: XF 8,000. 


The golem pursues intruders in this chamber 
only; it allows them to leave this room. It doesn't 
harm the holder of the scepter unless that character 
persists in violating the sepulchers or attacks on the 
golem itself 

If the characters defeat the golem and open the 
sarcophagi, they can retrieve a wealth of jewelry 
from the mummified bodies of the Masetian kings— 
each lord was buried with ld4+3 pieces ranging in 
value from 500 gp to 3,000 gp (Id6 x 500). 
However, lawful or good PCs (and especially the 
regent!) may be stretching their alignments by pil¬ 
laging these tombs. Feel free to visit dire curses and 
dooms upon any especially greedy characters—in 
particular the regent, who has a whole treasury back 
home and supposedly came to the temple to learn 
about his domain's Masetian history. 


7b to 7e. 

Secondary 
burtal cham¬ 
bers. The four bur¬ 
ial chambers behind 
the other bronze doors b ; 
look identical in most 
respects tqthe first, They 
contain three, six, four and : 

M . *5®^ ' 

W* ? * 



four sarcophagi respectively. The golem in room 7c 
has been destroyed’—stone chunks litter the floor, 
lagostes and his followers broke open all six sepul¬ 
chers and looted them. The high priest left the other 
tombs alone, as despoiling this one for its treasure 
cost the lives of five acolytes. 

7f. Unused burial chamber. Hits room, though 
locked and prepared much like the others, lies 
empty. Its door Sfcars no glyph or wizard lock. 

8. The vault, The (u no real riches of the Sarian kings 
were brought to this chamber one level down from 
the undercrypt bv tbe priitiis of Masela—they con¬ 
sidered it their sacred duty to hold the treasure for 
the deceased, When'KaliamVs cult took over the 
temple, Iagostes discovered this hoard and used it 
to further the spread of his dark designs. Although 
he destroyed the chamber's original stone golem 
sentries, Iagostes replaced them with a sentry of his 
own—a lesser guardian yugoloth. 


Passing through the secret door and descending into 
the dark stairway, you can JSfe e your light reflect off 
hundreds of shifty coins and at the bottom of 

the stairs . A great hoard lies sppead out as far as the 
tight reaches , Arms attd armor, btfytncrs and tapestries t 
chests and coffers overflowing withhold—the room can- 
4 mins a fortune! 

Stidtfettfy, a scraping noise $owi&s from off to the 
A horrid shape moves out of th&hadoyvs and into 
tht dim lantern tight. It resembles a hi ig< ape covered in 
long^ matted mustard-colored fur t with &>oars tusks and 
red^piggish eyes. The creature grunts , up at you 
on thi styiirs, then speaks: 

7 dm,.the appointed guardian of thifc. chamber,” it 
says, its ^pjee clear and eloquent despw its brutish 
appearance*'Leave at once, or I shall atyroy you to 
protect my cl 

The conditions of the monster's servicJ leave it 
no room for compromise; it must defend the trea¬ 
sure to its death. Hpwcver, the creature h<& heard 
no news in centuries^ and It w ill gladly talk with the 
party as long as the PCs make no move to st^p into 
the roonw But it will not hesitate a moment to 
' it suspects treachery or deceit. Note that 


the creature has no reservations about the Ariyan 
Scepter of Office and can freely attack the charac¬ 
ter holding it. 

Guardian yugoloth: AC l; MV 9; HD 8; hp 53; 
THACO 13: #AT 3: Dmg Id6/ldl2/ldl2; SA breathe 
fire for 5d6 points damage; SD hit only by +2 or 
better weapons, immune to electrical attacks; 5Z L 
(7 feet tall); ML fearless (19); Int very (12); ALNE; 
XP 4,000, 

Should the group defeat the yugoloth and tally 
the hoard* the characters determine that it's worth 
15 GB in gems and coins. It also includes: three 
spell scrolls in sealed bone tubes, offering protection 
from petrification, protection from lycanthrapes, and 
six wizard spells; a mirror-bright shield +2; and a 
wand of frost with 16 charges. If Iagostes has not 
attacked the characters by the time they defeat the 
yugoloth, he certainly wilt do so now. 

khalil’s ambush 

When the PCs enter the temple, Khalit's hidden 
agents move swiftly to overcome any guards left sta¬ 
tion ed outside and prepare a nasty surprise for the 
heroes, When they emerge from the mins, the 
agents set upon them and their guards. Khalil 
explicitly ordered that no one harm the regent, 
though—he needs the ruler alive to complete his 
bargain with the Serpent, 

The wizard brought more than enough guards to 
match the regent’s* so the number of Serpent 
guards equals 150% of the regent's force. If the 
regent has no guards with him, Khalil commands 
only 10 Serpent guards; if the regent brought an 
army, the wizard has up to 200 Serpent guards. If 
these can't at least match the regent's force, he 
abandons the idea of ambushing the PCs and 
instead concentrates on capturing their ship* (See 
Captured! on page 90,) 

When the PCs exit the temple, read the text on 
the next page. Khalils magical protections (see his 
description on page 89) should prevent most rude 
interruptions In his speech. Adjust the text as nec¬ 
essary according to plot conditions. For instance, if 
the assassins failed to get a bit of the regent's flesh 
in the first action round, Khalil gets it now and 
leaves to build the simulacrum. 








The sunlight seems extremely bright after the darkness 
of the fempte. At -your group step* off the stone portico 
before the building, a tall, bearded man in black robes 
appears seemingly out of nowhere; Its your cousin, 
Khalil 

"Goad day . Ifour Highness," he says with a sardon¬ 
ic smite. “J see you're spared me the frowMc of explar* 
ing the temple personally. How kind , Now, l am afraid 
you have a pressing engagement on the Isle of the 
Serpent , white / must return to Ariya to guide your suc¬ 
cessor in his ndc. May l present the next prince?” 

Turning with a flourish t the sorcerer steps aside to 
res'eat an exact duplicate of youl In every detail, the 
double looks perfect. Its face is cold and expressionless, 
but a malign intelligence glitters in its eyes. Khalil gloats 
visibly, enjoying the spectacle. "Of course, some of yoiir^ 
domestic policies are about to undergo a 
wizard continues, "and ! tWH 

name me your grqyd vizier and heir "Regrettably , we 
can't have two of you ntnnhig around, so my creation 
wUl sail for the capital in an hour while you will fee 
delivered to the Serpent to complete my little bargain 
yrith him. 

"Fteusc, don't rcsist^you’re outnumbered, you 
know, and Til have a hard time explaining the deaths 
of too maui' royal guards.'* As he speaks , Khalil raises 
his hand. All around you, acacia trees shimmer and 
dissipate , revealing warriors in green cloaks and Kale 
mail! 



Personality: Khalil is a man con¬ 
sumed by ambition and greed. He jS 
seems civil and urbane, but will .sW 

stop at nothing to get what he JJT, 

wants. Though he hungers for 
power and wealth, he gains true 
satisfaction only after flaunting 
his triumph in the face of his 
enemies. 

Special equipment ; CJoafe of 
displacement, staff of striking, 
potion of flying, potion of healing, 
brooch of skjitidikg? 

SpelkPiemorizcd (4/4/4J4/4/1); 1st— 
chdrm person, color spray, magic missile, mjj[f 
of fog; 2nd—hypnotic pattern, mirror 

weh; 3rd—dispel magic, fireball , protection 
normal missiles, spectral force ; 4th<feann mon¬ 
ster, dimemiqn door, massmorph, minor glohe of imnd 
nerdbititftY Sm^cbdOs, cone' of cold, teleport, wall of 
force ; 6th—Bigfcy's forceful hand. 

Note that the regent's simulacrum might become 1 
involved in the fight* (However, Khalil has directed 
it to avoid combat, and it stays behind him or flees 
if threatened,) This creature possesses one-half the 
PCs experience level (minimum 1st level) and 
nonunique weapons and nonmagical armor similar 
to the hero's. So, if the regent is a 6th-leve) fighter 
with chain mail +4, make the simulacrum a 3rd-tevel 
fighter in normal chain mail. 


Serpent guard (10 minimum): AC 5 (scale mail 
and shield): MV 12 (9 with armor); HD 2; hp 10; 
THAG0 19; #AT 1; Drug ld6 (javelin or short 
sword); SZ M (6 feet tall); ML fanatic (18); Int very 
(J 1*12); AL NE; XP 35, 

Notes; Four guards are armed with throwing 
nets, to capture the PC regenL If a net scores a hit, 
the target becomes entangled and can’t move. The 
victim can attempt a Strength check once per round 
to break free. 

Khalil used hts massntarph spell to disguise the 
guards as a stand of acacia trees scattered along one 
side of the courtyard* Although his soliloquy keeps 
them from achieving surprise, the party has already 
walked into his trap. The Serpent's agents move to 
apprehend the PCs* 


The wizard uses nonlethal spells to neutralize the 
regent and his immediate group, but he may apply 
harsher means to deal with the royal guards. If he 
captures or incapacitates the PCs, go to The Black 
Galley on page 91. 

If Khalil s forces lose the fight or find themselves 
forced to flee, go to Marooned, page 94. In such a 
case, Khalil returns to a Serpent galley with his fete- 
port spell* He settles 

for taking the heroes' ship and returning to Ariya 
with the simulacrum, leaving the true regent strand* 
ed on KhoufayU, The Serpent guards will remain 
and try to renew their attack. 

the enemy comp 


Khalil, Khinasi male, W12; AC 2 (eloafe of dis¬ 
placement, armor spell in effect, Dexterity); MV 12; 
hp 31; THACO 17; #AT 1; Dmg ld6+2 (staff of strik¬ 
ing): SZ M (6 feel tall); ML steady (12); AL LE; XP 
4,000. 

Notes; Ston&Im and armor spells are in effect, 
Khalil has also prepared for battle by casting protection 
fnmt normal missiles and minor globe of invulnerability, 

S 9 P D 16, C 12, I 17, W 14, Ch 13* 

Bloodline: Basaia, tainted, 8* 


The sorcerer attempted to keep his soldiers' 
camp out of sight, about a mile farther 
inland than the temple. Naturally the 
size of the camp depends on Khalil s 
number of guards—10 
Serpent guards require a 
camp much 






smaller than one for 100. This standard military 
encampment includes banked cookfires, canvas 
tents, bedrolls, firewood, stores of food and water, 
and anything eke soldiers might need for several 
weeks of patrol duty. The Serpent guards leave only 
four warriors to watch the camp, plus a few slaves 
(anywhere from just a couple to 20, depending on 
the size of the camp). The slaves, though cowed by 
their harsh masters, will gladly run away if the 
heroes convince them no Serpent guards remain 
alive on the island. 

One tent stands out from the rest; Khalil's small, 
colorful pavilion looks far more luxurious than the 
Serpent warriors’ quarters. The wizard's loyal 
manservant, Qudra, watches over his pavilion and 
takes any steps necessary to defend his master's 
belongings. 

Enemies the PCs capture in this camp can reveal 
that Khalil met the two Serpent galleys off the coast 
ofAriya and arrived on the island about four days ago, 

Serpent guard (4): AC 5 (scale mail and shield); 
MV 12 (9 with armor); HD 2: hp EG; THACO 19; 
#AT 1: Dmg ld6 (javelin or short sword); SZ M (6 
feet tall); ML fanatic (18); Int very (11-12); 
AL NE: XP 35. 

Slave, Khinasi or Masetian (2-20): AC 10; MV 

12; HD ld6 hp; hp 3; THACO 20; #AT 1; Dmg by 
weapon; SZ M (5-6 feet tall); ML unsteady (5); int 
average (8-10); AL varies; XP 15. 



Qudra, Khinasi male, F4; AC 5 (studded leather 
+ 1. buckler, Dexterity); MV 12: hp 29; THACO 17 
(14 with mace) #AT 1 (3/2 with mace); Dmg ld6+6 
(mace), ld6+l (crossbow); SZ M (654 feet tall)? 
ML champion (16); AL N; XP 650. 

Note; Specialized with footman's mace, 

S 18/55, D 15, C 12 ( I 9, W 12, Ch 9. 
Personality! Quiet, unassuming Qudra measures 
himself by the quality of his service. He remains 
fiercely loyal to his master, even though he finds 
***' m distasteful. 


his tent comfortably with a 
I, small writing desk, sturdy 
and large trunk. The desk 
contains pen, ink, and paper. 

along with a letter 
addressed to the wizard 
from someone who 
signed it with a 
Masetian rune. 
The letter 


Wc have plated otfr resources at your disposal at 
considerable expense. Remember the terms of our 
agreement—wt can east you dorm as quickly as 
we raised you up , Betray us. and you will wish 
you had nexer heat bom. 

CO 





The trunk is locked (Khalil carries the key), and 
guarded by a fire trap that inflicts Ld4*12 points of 
damage on any character who opens the chest with¬ 
out first disarming the trap. The trunk contains sev¬ 
eral changes of clothing, a noble's traveling kit, and 
a silk purse containing 50 sp, 100 gp. and 50 pp, A 
hidden compartment in the bottom conceals one of 
Khalils spdlbooks (with 12 spells of the DMs 
choice) plus a potion of extra healing t an elixir of 
health, and off of etherealness. 


captured! 

When the PCs 1 ship drops anchor, scouts from the 
two Serpent galleys on the other side of the island 
signal to thetr ships, which move to attack- It takes 
these ships about three hours to round the island 
and close with the anchored vessel. The galleys can 
approach to within a few hundred yards of their 
prey without being spotted, due to Khou fay la's 
rocky headlands. They swiftly come alongside the 
regent's ship and board it before its crew can even 
raise anchor. If any PCs remained aboard, read the 
text below to the players and conduct the following 
encounter, (Otherwise, assume the galleys succeed 
in capturing the regent's ship,) 

- + - 

The watering party has returned with casks full of fresh 
spring water, and the crew has settled in for routine 
maintenance*—splicing lines, greasing chains. scrub¬ 
bing the decks with holystones, and similar activities. 
Suddenly, a cry of alarm goes up from the seaward 
side of the ship! Two sinister black galleys with green 
sails have appeared, wow only a couple hundred yards 
away from your anchored vessel and closing. The 
shouts of panicked crew members convey their fear that 
the galleys will have positioned themselves to board 
before you can get underway! 








It takes the galleys only three rounds to close. 
Each carries an elite company of Serpent guards as 
well as its normal crew, .This force should prove 
more than sufficient to overpower the regent 1 5 crew 
and take prisoners. If the regent brought more than 
one ship, the galleys first sink the others with ram¬ 
ming attacks* taking an additional three rounds to 
‘dose with the flagship. The galleys avoid an engage¬ 
ment with more than three ships at once--or more 
than Lwo ships, ifihey do not have surprise. 

TBI Serpent guards follow the Prefect Tisar, the 
priest commanding theft forces in the KKoufayla 
expedit ion. Thought ordered to cooperate with 
Khalil. Tisar finds the Ariyan rogue wizard a dis¬ 
tasteful associatCjffcaptain Madra serves as TisarV 
second in command. 

Serpent guard (50 per galley): AC 5 (scale mad 
'and shield): MV 12 (9 with armor); HD 2; hp 10; 
THAJCO 19; #AT 1; Dmg ld6 (javelin or short 
swordjv.SZ M (6 feet tall); ML fanatic (18); Int very 
: (LI-12}: M* NE: XT 35. 

Slave* Khinasi or Ma set inn (70 per galley): AC 
10; MV 12; HD ld6 hp; hp 3; THACO 20; #AT L; 
Driig by weapon; SZ M (5-6 feet tall); ML unsteady 
(5); Int average (8-10); AL varies; XP 15. 

Hjbbte: The slaves, chained to their, oars, can not 
move or attack unless released 

Tisar Masetian male, Pr8 (Serpent): AC 2 
(scdfc cloak of protection +2); MV 12; hp $2; 

THACO 16; #AT 1; Dmg Id6+2 (mtffe +1); SZ M 
(M* feet tall); ML champion ( 15): AL LE; XP 2,000. 
S 12* D 10, C 15* I 14, W 17, Ch 14, 

Personality; Prefect Tisar. a fanatical Son of the 
Serpent, seeks to advance through bold action in 
the service of the temple hierarchy'. This ruthless, 
cruel priest seems suspicious of Khalil as an ally. 

Specie*/ equipment: Scale mail +2, cloak of protec¬ 
tion +2, two beads of force . 

Spells available (6/6/4/2)f 1st — bless, cause feqr, 
cause light wounds, command, sanctuary; 2nd— aid f 
charm person or mammal, hold person (x2) f snake 
charm: 3rd—dispel magic, prayer, summon insects; 
water wait; 4th— giant insect, lower water, 

Madra, Masetian female, F5; AC 0 (scat mat/ 
+1, shield +L Dexterity): MV 12; hp 36: THACO 16 
(14 with short sword); #AT 1 (3/2 with short 
sword); Dmg ld6+3; SZ M (5tf feet tall); ML elite 
(14); AL LN; XP 1,000, 

S 17, D 17, C 14* I 13* W 12, Ch 13, 

Personality: A talented young captain of the 
Serpent's armies, Madra has demonstrated that she 
can always get the job done. This efficient, intel¬ 
ligent, and professional captain never lets ^ 

herself be distracted from her mission. 

Special equipment: Scale mail 


Resolve this battle using the Ratebook's skirmish 
guidelines (Part Ilf: The BiitrHRlcAt Campaign), 
Even /irebaiis or UghttfSlfg bolts probably :c a n't pre- 
vent the galleys' rqpmentum from carrying them 
into a grapple with the regent's ship; it's very prob¬ 
able that a burning galley would set the tpygl vessel 
afire once -it grapples. Hie forces available to the 
regent's crewVaryj depending on h'inv many soldier* 
embarked and how many went to the temple* 

Ariyan sailor (30): AC 10: MV 12: HD ld6 hp; 
hp 4; UTACO 20; #AT J; Dmg by weapon; SZ M 
(5^6 feet ta^); ML average (10); Int average (S—10); 
AL^aries; XF,15. % , 

*C v ui' 

If the regents forces dpfeat the Serpent gua rd^ n 
the galleys break off and vrithcbaw-i—hut not before^ 1 
loosing a hail of flaming arrows at the royal ship to " 
ensure that it won’tgfccape, either, (Note, however, 
that the awnshegh’s agents destroy the regent’s ship 
only as a last resort.) Continue the adventure with 
Marooned on page 94, Should the villains capture 
the regent's ship, they wait for Khalil to return, then 
send it back to Ariya carrying the wizard and simu¬ 
lacrum; the PCs will find themselves captured and 
taken aboard The Black Galley , 

the black ^ullnu 

The Serpent guards haul the PCs aboard their (lag- 
ship, ItJfulfiU his bargain with the Serpent, Khali! 
allows the awnshegh's agents—under Prefect Tsar 
and Captain Madra — to set sail with them for the 
Isle of the Serpent, 

Read the following text aloud to players, adjust¬ 
ing it as needed to suit the outcome of the events in 
Captured! 




M 



Khalil and his allies lead you back toward the cove 
where your ship lies at anchor They have bound you 
\ securely, and (w guard* wa/fe on either side of each 
member of yqur group, ready for tiilible. As you 

approach the hay t you see that things are not as you 
left them. A pair of bng-butled Mack galleys mth green 
sails have tied up to your ship, Warriors m Kale 
man the decks of all three: \*e$sels. 

I set that my friends have captured your vessel, as { 
they promised , * Khalil says, gloating. "AVycr feared 
take good care of your shin, 1 ' V if 








A longboat waits on the beach to ferry you to the 
first galley. At sot**/ as you arrive, guards on deck chain 
you to an oar bench among the wretched galley slaves. 
A few minutes later ; Kba/ll leads the imposter over for 
one last jibe. "Your ship wasn't badly damaged in the 
fight, *’ the wizard sms, "We can leave immediately for 
Anya. Regrettably, #*, pare ways here—the Serpent 
awaits you, Your Highness!" With that, he rtboards 
your ship and gives the order to cast off and raise sail, 
A mailed warrior steps over to your bench and 
pushes a meked cat-o-mne-fai/s in your face. 'Ifoult 
have to work for your passage, my lords," he sneers. 
We 7/ be borne in three days. And mabe all the trouble 
you fifee. The Great Lord said he wanted you alive* hut 
he didn't say you had to ha%+e all your hide, " 


To avoid meeting the awns he gh—and near-cer¬ 
tain death—the PCs must escape before the galley 
reaches the Isle of the Serpent* Make sure the play¬ 
ers realize that once their characters reach the 
island* it T s over* Initially, the guards act quite vigi- 
lant but, as the galley leaves Khoufayla behind* they 
begin relaxing and looking forward to going home. 

Tn addition to Prefect Ttsar and Captain Madra* 
the ship carries 30 Serpent guards. (The normal 
contingent of 50 fell due to combat deaths or leav¬ 
ing warriors behind to establish a camp on 
Khoufayla.) The vessel—derived from Masetian 
design, like all Serpent galleys—is crewed by 70 
slaves, 60 of whom remain chained to their oars. 
The slaves despise their masters, but they also fear 
them terribly and won't rise against them unless 
someone unchains them and gives them a very 
strong leader to follow. 

The chains. The guards chain the characters to an 
oar bench by heavy ankle fetters* joined by a simple 
lock. All the chains, in turn, loop around an iron bar 
that runs the length of the oar pit. The overseers can 
release the iron ban freeing all the slaves at once, or 
free one individual slave by undoing only 
Other wavs to escape the chains Include: 
them with a tool tike a bolt cutter, which the 
overseer carries* 

Break them by sheer strength (make a 
successful Bend Bars/Lift Gates roll). 

♦ Escape by contortion (make a 
successful Dexterity check 
with a -10 penalty). 


Once opened, the fetters can serve as bludgeons 
(J d4 points of damage) or as garrotes (ld3 points of 
damage; plus one cumulative point per round of 
Strangling)* 

The heavy padlock securing the iron bar proves 
too large for breaking, but a successful Bend Bars 
roll lets a character bend it open. Captain Madra 
carries the key for the padlock. 


JprJ 


The guards. Naturally the guards won't allow their 
prisoners to just snap their chains and walk off. Two 
hours after selling sail* Captain Madra sets the 
night watch and allows the slaves to sleep by their 
oars. Ten guards remain on watch, scattered along 
the galley s length; two to four linger in the PCs 
general vicinity at all times. Madra and the prefect 
retire to their cabins in the galley's stern deckhouse. 

If the guards discover the heroes trying to free 
themselves, they leap into the oar pit and administer 
a savage beating that reduces the troublemaker to 
50% of his remaining hit points and gives him a -2 
penalty to attack rolls for the next Ul3 days. (A cure 
light wound? spell negates the attack penalty) 

Should a prisoner actually get free or kill a guard* 
the rest of the guards begin mustering, Two to five 
- (Id4+l) reinforcements arrive each round until 
all the guards are accounted for; the prefect 







Serpent guard (30): AC 5 (scale mail and 
shield): MV 12 (9 with armor): HD 2: hp 10: 
THACO 19; #AT l\ Drug Idft (javelin or short 
sword); SZ M (6 feet tall); ML fanatic (18); Int very 
(11-12); AL NE; XP 35. 

Hie slaves. If the PCs can convince the slaves they 
have a chance to defeat the guards, the slaves will 
help. Though fairly desperate, most consider dying 
in an uprising better than living on in chains. The 
slave nearest the PCs—a talkative old trader named 
Merkebir—quizzes them incessantly for news of 
Merasaf* He can explain how the chain and bar are 
secured and point out the location of the keys and 
opening device. He can even arrange a distraction 
to cover a PC escape by having several slaves start 
a brawl at the other end of the deck. 

If they get free, the slaves overpower the guards 
after Id4+I rounds of bloody struggle. 

Oar slave (70); AC 10; MV !2; HD ld6 hp; hp 
3: THACO 20; #AT I; Dipg by weapon; SZ M {5-6 
feet tall); ML unsteady (5); Int average (8-10); AL 
varies; XP 15, 

The victory. Once guards begin to fall, the PCs can 
equip themselves with their captors' javelins and 
short swords. Their own gear is in a pair of locked 
trunks in Madras quarters. 

If the heroes defeat the guards, they'll find 
Merkehir a skilled seaman and knowledgeable naviga¬ 
tor — he can quickly organize the slaves into a crew 
and take the galley anywhere the PCs might like to 
go. If necessary, remind players that Khalil and his 
simulacrum have at least a day's head start on them — 
he’ll get back to Ariya first and take the throne. 

the isle of the serpent 

If the group fails to escape, the galleys dock in 
Masctium, the capital of the Isle of the Serpent, 
after three days of sailing. Guards lead the heroes in 
chains to the Serpent's ancient, sprawling palace. If 
you feel generous, make the PCs the center of a 
power struggle between the High Son of the 
Serpent, the Voice of the Serpent, and the Sons' 
Priest Lord (see page 51), The mayhem ensuing 
when each contrives to use the PCs as pawns might 
let them escape, 

Otherwise* the group is met by Thalia, the High 
Son of the Serpent, He sends unblooded PCs under 
escort to the dungeons, where they stay a few 
months to earn the privilege of working as the 
Serpent’s slaves. The scions* the priest delivers per¬ 
sonally to his master. 




- ♦ - 

You descend several levels into the depths of the 
Serpents palace , to the awmkegh's Jair; a veritable 
labyrinth of stone vaults. The High Son ushers you Into 
a wide chamber of bare, cold stone lit by torches. Two 
rows of priests, Sons of the Serpent * form an aisle lead¬ 
ing to a pit at the far end of the room. Your guards 
shove you along to face the beautiful young woman 
standing before the pit 

7 con the Voice of the Serpent" she says. "The Great 
Lord * in his bountiful generosity* offers you a choice: 
Surrender your bloodlines to him now in the ceremony of 
investiture t and he mil allow you to five in his service. 
Refuse, and you will die, your bloodlines going (o 
strengthen the future lord of all Cerilia ." She pauses, 
gazing at you with a calm smile. "What do you choose ?" 



Should the party decide to participate in the cer¬ 
emony of investiture* the Serpent appears before 
them, his giant constrictor form rising slowly from 
the pit to receive the infusion of new bloodlines. 
Immediately after the High Son performs the ritual, 
the PCs join their unblooded friends in the dun¬ 
geons. They might find a chance to escape their 
slavery, given time. 

However, if they resist the rite, the Serpent rises 
before them and changes to his humanoid Formr a 
tall, burly man with a snakes head. Thatio hands 
him a great sword, and the awnshegh unceremoni¬ 
ously runs the scions through the heart—blood- 


theftt 



The Black Galley 











marooned 

If Khalil meets defeat or fails to capture the heroes, 
he may manage nonetheless to maroon them on 
Khoufayla, This outcome might spring from one of 
two basic scenarios: Either the PCs are on the run, 
trying to elude capture, or they fought off the attack 
and made the villains flee. 


On the run. If Khalil can't capture the heroes, he 
settles for taking their ship and returning to Ariya 
with the simulacrum, leaving the Serpent guards to 
find the PCs and deliver them to the awnshegh. The 
Serpent galleys stay anchored in the bay while the 
warriors organize into parties and systematically 
search the island. A resourceful group of heroes 
might circle around the search and take one of the 
galleys while most of her warriors are ashore. 
Otherwise, the Serpent's men continue the search 
for weeks. 


The villains leave. The Serpent galleys have an 
excellent chance of capturing the PCs' ship even if 
Khalil's other forces fail. If the heroes wipe out the 
awnsheghs land agents, Khalil departs aboard the 
regent's ship, while the Serpent galleys conclude 
their initial search, then set sail for home to bring 
reinforcements. They'll return in about a week with 
hundreds of soldiers plus priests, mages, and magi¬ 
cal items useful for tracking and capturing fugitives. 



Escaping the island. Fortunately, Khoufayla has 
plentiful food and water, so death from starvation, 
thirst, or exposure does not seem to threaten the 
heroes. They can use trees, vines, and other materi* 
als to fashion a crude boat in about a week, if any 
character has a relevant proficiency. If none of them 
have suitable skills, you can allow them to fashion a 
raft or dugout and head back to the mainland, They 
might also have some means of magical transport or 
the ability to call for aid. Of course, the longer the 
on the island, the more harm the 
can do back home, and the greater the 
likelihood that the Serpent's agents will return with 
i" overwhelming force. 


third action 
round 



n this action round: 

♦ Returning to Ariya, the regent character 
must confront and destroy the simulacrum. 

♦ The PC then has his hands full cleaning up 
the mess the duplicate made of his domain. 


recent actions 

When the player characters finally return to Ariya, 
they find that the wizard's simulacrum has been 
busy. Acting for the imposter, you decide the regent 
actions this action round. The scenario that follows 
requires that the simulacrum double taxes (perhaps 
with a decree action). In addition, the substitute 
ruler may have indulged in depleting the treasury, 
passing unpopular decrees, alienating the regent's 
followers, and other acts of mayhem. Remember 
that greedy Khalil stands behind each of the simu¬ 
lacrum's regent actions. 

If the regent sent an army unit to the northern 
provinces to deal with the Sphinx's raiders, the brig¬ 
ands fled north. If not, the returning PC will have 
yet another problem. 


part three: 
homecoming 


When the heroes arrive home, they have little trouble 
moving around the capital or commanding royal 
troops—Khalil and his simulacrum have stayed in the 
palace most of their reign. Most people the heroes 
encounter have no reason to suspect there are two 
regents, so they follow the PC's orders as they nor¬ 
mally would. However, they may seem confused by 
the regents "strange” commands. 

the angry crowd 

If the player characters travel through the common 
sections of the city on their way to confront Khalil, 
they may be recognized. 




As you make 
your way 
through the 
streets , a sudden 
barrage of overripe 
tomatoes showers you 
from behind, A dozen or 
so laborers and craftsmen 
have recoptized you! ' Double 

our taxes, you say?' 1 one bag caddes* *Here*s what 1 think 
of that!'' Off to om side , a smith stands just outside his 
shop , bolding a large hammer ‘YouW some nerve, walk¬ 
ing abroad like this after what you W done to its , Your 
Highness," he growls. "Go on back to the palate!" 


Royal guard (20); AG 3 (improved mail 
and shield); MV 12 (9 with armor); HD 1; 
hp 6; THAC0 20; #AF i; Dmg ld6 (spear), 
ld8 (scimitar); SZ M (5-6 feet tall); ML cham¬ 
pion (15); Int average (S—10); AL N; XP 15. 

If the group attacks these guards, all other royal 
guards in the palace will consider the PCs ene¬ 
mies, Should they explain the situation to the gate 
guards, the captain gladly offers to help them 
depose Khalil's puppet—they need little convinc¬ 
ing, as all the guards have been astonished by the 
apparent change in the prince since his return 
from the voyage. 


Commoner (12); AC 10; MV 12; HD ld6 hp; hp 3; 
THACO 20; #AT 1; Dmg by weapon; SZ M (5-6 feet 
tall); ML unsteady (5); Int average (8-10); AL varies; 
XP 15* 

The PCs shouldn't fight with these folk—the 
encounter should merely make them wonder what 
Khalil has been up to in their absence. If they insist 
on attacking, the commoners scatter. The city-state 
will drop one loyalty grade once word of the inci¬ 
dent gets out. 


the imposter 



the palace jviard 

If the PCs approach the palace openly, read the text 
below, (If they slip in and avoid contact, go straight 
to The Imposter) 


Strangely, a full detachment of palace guards stands 
duty at the palace gate. Their faces took serious, and 
they've replaced their ceremonial amis with functional 
armor and long war spears . Your appearance seems to 
surprise them\ and they spring to attention * glancing at 
each other nervously . The guard captain salutes with 
his sword and stammers, "My lord, forgive us! We 
didn't know you bad left the palace , or you 
would have been suitably escorted, Shall J 
notify the major-domo or Lord Khalil of 
your return, my liege?'* 


When the PCs confront the simulacrum and Khalil, 
they find them in the regent's own throne room sur¬ 
rounded by a picked group of the wizard's thugs, as 
well as a number of loyal subjects receiving orders 
from the '*regent" 


The peat doors to the ancient throne room of Ariya 
open with a resounding crash* The simulacrum sits 
upon the throne * attired in your finest robes of state . 
with Kbalil standing beside Aim. A dozen or more dis¬ 
reputable mercenaries have replaced the royal guards 
as defenders of the prince's honor; they line the front of 
the room, watching a small crowd of courtiers and sup¬ 
plicants with bared blades. 

Every face in the room turns toward you . . . tbew 
back to the throne , , . then to you agapj* >bwr double 
on the throne glances up to Khalil, who quickly recov¬ 
ers from bis astonishment and whispers into the cre¬ 
ation^ ear. Rising in indignation , the simulacrum 
points at you and snarls, "This doppleganger seeks to 
imitate me? Seize him at once!" 

Khalil nods, and the mercenaries begin shoul- ^ 
dering their way through the crowd toward * * ^ 

you. lie wizard looJb on smugly: 

















Recall that the simulacrum has the same statis¬ 
tics as the real regent, but at only half the PC's 
level. Khalil's manservant Qudra lurks behind the 
mercenaries* only a few paces away. The wizard 
hangs back, using his spells to kill or incapacitate 
the PC regent first, then as many royal guards as 
possible. Khalil thinks he can maintain the charade 
if the real regent dies quickly Should he feel badly 
outnumbered (if the heroes bring 20 or more royal 
guards with them}* Khalil uses his magic to flee the 
throne room swiftly, abandoning his simulacrum. 


Mercenary (12}; AC 4 (improved mail); MV 12 
(9 with armor); HD 1; hp 5; THAC0 20; #AT 1; 
Dmg Id 10 (halberd), ld6+l (crossbow); SZ M (5-6 
feet tall); ML average {10); Int average (8-10); 
AL N; XP 15* 


conclusion 


Destroying Khalils puppet reveals it as a magical 
.creation of snow and ice. The PC regent, in time, 
can reverse the simulacrum's decrees and restore 
his domain to normal* 

I v If Khalil escaped the throne room, he stops at his 

tower in Kfeira — some 35 miles from Ariya — to col- 
% 1 ' Icct a fe’jjy speUbooks, then keeps going. No one will 

see him for guite some time in Ariya or anywhere 
else: the Serpent s reach is far-—after all, the wizard 
v failed to deliver the regent as promised. Exploring 
*■ Khali f*s tower or searching for the rogue wizard 
could make excellent follow-up adventures* 

... ■ 


fm 













khinasi timeline 

The KJiin.isi use a calendar that date* event* relative u> the Masctian Arrival (MAI in Ceritto. Astronomers and scholars across the continent favor 
Haclyn’s CouoL (IIQ, the most widely used calendar, which uses the cataclysm at Mount Deismaar—and the ascension of Hadyn as a god—as Year 0. 
Aiuiireans and Rturikv refer to events according to Michacline Reckoning (MR), dating from the death of the last Anuircan Emperor, Michael Roele. 
This Khinasi timeline provides references to important Amiirean events. too, to place the history of the Sun Coast in clearer perspective. 


Date 

Before humam caw to Ctrilia 

0 MA (-515 HC.-14S8 MR} 

12 MA (-503 HC, -1476 MR) 
e, -400 to -200 HC 


c. -WO HC 
c. -20 HC 

513 MA (-2 HC. -975 MR) 
515 MA (0 HC, -973 MR) 

523 MAI8HC, -965 MR) 
534 MA (9 HC, -964 MR) 

52? MA (13 HC. -961 MR) 
JO HC to 40 HC 


544 MA [29 HC. -944 MR) 
555 MA (40 HC. -933 MR) 

564 MA (49 HC, -924 MR) 
566 MA (51 HC. -932 MR) 
575 MA (60 HC, -913 MR 
596 MA (SI HC, ^S92 MR) 

600 MA (85 HC. -688 MR) 
890 MA (375 HC -596 MR) 


1065 

MA 

(550 

HC* 

-123 

MRl 

1249 

MA 

734 

HC. 

-239 

MHi 

1270 

MA 

(755 

HC, 

-218 

MR) 

1271 

MA 

' 

HC, 

-217 

MR 

1277 

MA 

(762 

HC 

-211 

MR) 

700 to 800 

HC 




1279 

MA 

(764 

HC 

-21)9 

MR) 

1299 

MA 

(784 

HC. 

-189 

MR) 

784 to 885 

HC 




1311 

MA 

(796 

HC. 

-177 

MR) 

1380 

MA 

(865 

HC. 

-189 

MR) 

885 to m 

HC 





Event 

Wars of dwarves, elves, orogs, and goblin 
kind; Adurtan Human empires rise and toll 
Flight from Shadow, arrival of human* in 

Certito 

M,iltos Sarin iounds MasrlIan city of Saria 
Humamdf wars lead to ghraiftr SrJJjc; 
Dcrethi] (fifth tribe of Andu) battles 

Spiderlofd 

Aerai corrupts dve* and Vos 

liasatji colonization he tins in earnest 

Opening of the War ofShidow 

Batik of Mount Deismaur; Mosctians are all 

but exterminated 

Founding of Anya 

Nurida ebDeyfr experiences a vis ion, begins 
preaching of Avan* in Sarto 
Founding of Armine 

Roele unifies Amu re dominates Brerfitiir and 
Rjunk: priests of the old gods battle priests 
ui the new: surviving Martians flee to the 
Ajari Deeps 

Faroud eFMcsir founds Mesire 
Djan.iT break* off contact with the Basalt; 
Rude tiniquers the Saere Siendere 
Nurida d-Deyfr reaches the Docandragh 
Rocks campaign to conquer ybigaand fafli 
Death of Rork 

First mention of the Serpent in the 
Ducnmlragh 

bounding of Nurida and d-Dcvir 
Dwarf cit> r of Khcleb-ljdiil seated 
Serpent curves surviving Mareti.ins 
Birth of ebArrasi 

El-Ana si feuds with his brother Fri.it 
tl-Arrasi ascends to the throne of Anya 
Emperor ALiintoLie takes Iron Ihrone. opens 
a new campaign against the Ravarjt 
Height of the Anuircan Empire 
El-Arrasi organizes Itosarji Federations the 
Basarii Revolution begins 
AL.ind.dae die* in the Battle of Kings: 
Caercuillen becomes Emperor and cl-Arrasi's 
ally following Battle of Kfcira; Basarji 
Revolution ends with Ami ire keeping only 
Suiriene 

Golden Age of Ariya 

EbArrasi assassinated by an agent of the 

Serpent 

First accounts of the Hydra in the 

Harrowmarsh 

Height of Khinasi power 


Dale 

1426 MA (911 HC, ~62 MR) 

1440 MA (935 HC f -48 MR) 

1441 MA (936 HC, -47 MR) 
1470 MA 955 HC. -18 MR) 
1488 MA (973 HC, OMR) 

975 HC to 1100 HC 


1493 MA (980 HC. 7 MRl 
1497 MA (982 HC. 9 MR) 


1526 

MA ( 

11011 

HC. 

38 MR) 

1578 

MAj 

|l063 

HC, 

90 MR) 

1590 

MA 1 

;1CI75 

HC, 

102 

MR) 

1633 

MA 

It 18 

HC, 

145 

MR 

1649 

MAj 

, I134 

HC, 

161 

MR) 

1711 

MA 

1195 

HC, 

223 

MR) 

1740 

MA 

1225 

HC, 

252 

MR) 

1743 

MA| 

122 8 

HC, 

255 

MR) 

1828 

MA 

13)3 

HC. 

340 

MR) 

1830 

MA 

1315 

HC, 

342 

MR) 

1842 

MAI 

;i327 

HC, 

354 

MR) 

1857 

MA 1 

11342 

HC, 

369 

MR) 

1860 

MA| 

i 1345 

HC. 

372 

MR) 

1911 

MA 1 

! 1396 

HC, 

423 

MR) 

1931 

MA ()406 

HC, 

433 

MR) 

1935 

MA i 

|1420 

HC. 

447 

MR) 

1965 

MA | 

! HC, 

477 

MR) 


2010 

MA 1 

11495 

HC, 

522 

MR) 

2019 

MAI 

11504 

HC, 

531 

MR) 

2030 

MA| 

1505 

HC, 

532 

MR) 

2021 

MA| 

[1506 

HC, 

533 

MR) 

2028 

MAI 

11513 

HC, 

540 

MR) 

2029 

MA | 

11514 

HC, 

541 

MR) 

2033 

MA l 

1518 

HC, 

545 

MR) 

2035 

MAI 

,1520 

HC. 

547 

MR) 

2039 

MA {1524 

HC, 

551 

MR) 


Event 

Death of Rhuobhan, King of tnimhiere, and 

ascension of King RhvnuwYcl 

Founding of the Nundan Temple of Sarnia 

Founding of Scndmirr 

Founding of iksalam 

Death of Michael Roelc; end of Empirics 

Anuire abandons Sum mean colony 

Civil wars rack Anuire; Brechtttr regains 

independence: Anuireaus retreat from Rjurik 

Ascension of Fatima hint d-Arrasi to Ariya n 

throne; Ariya becomes a theocracy 

Aftane seizes four norfbere province* in 

Anya 

Appearance of the Lamia in Bosafam 
Avans and Bncruitres conclude treaty, ending 
the worst of Amiicr 1 * civil wars 
Sefra pillaged and destroyed bv Vos raiders 
.Appearance of the Basilisk in Djira 
Appeal ranee of the Sphinx in the Bair eb 
Tchar.i; residents sack Irboiida and lice 
Medcci stunned hv Vos hordes: Medcc falls 
Death of ihe Sandpiper 
Appearance id the Minotaur in the Maze 
State of Famimna conquered by Pipryet Vm 
Facing ZikoLm expansion. Ariya and Binxuda 
ally 

Completion of Bcr Patras in Binsada 
Western Me rasa f fa lln to Iron Hand! orogs; 
northwest Vo* provinces secede, form 
Vcmrukiy 

First Restin') quern begins rule in Binsada 
Sultanate of Djira conquered by Afhne and 
Pjafra, Black 5pear Tribes add chaos 
Birth of the Harpv: Djiran capital falls to 
gnolls 

Basilisk and Black Spear Tribes hold [lower 
in Djira 

Plague vear in Ariya 

Death of High Lord Daegcndal of 

Rhtutmuch 

Guilds vain power in Djafra 
rhfe Sphinx begins attacking trade routes 
Appearance nfel-Sheighill in Black Spear 
Trinex region 

Rise of the Red Kings of Aftane 
KbSirad forms Muur eLSirad 
The M.igian conquers Fipryet 
lire Sphinx take* three provinces from the 
Tirvan Waste in the Camcgauan Massacre 
Current date 


khinasi nomenclature 

As the Rawrji gained a xeiwe of identity from their tribe, the KhinASi feel the bond of their state. The chart below tells players and Dungeon Masters how to Identify 
residents of each Khinasi domain, as welt as its corresponding adjective. (Awiultegh domains within Khinasi are not included,) 


Domain t 

Resident 

Residents plural 

Things of this origin 

Aftane 

AfLinean 

.Aftaneans 

vVftaneati 

A;i>-a 

Ariya n 

Ariyans 

Ariy-an 

Binsada 

Binsada n 

Binsada ns 

Binsadan 

Du fra 

Diafran 

Diafrans 

pfafran 

Ciunwuira 

Cnamouran 

Cnamourans 

Gtumoura 

Innishiere 

elf of Innbhiere 

elves of Innishiere 

of/from Innidnrrc 

Khouranr 

Kht sura near 

KhottrwttofiB 

Khouranean 

Kndknmyy 

Kozkiv 

Kozbvs 

Kozlov 

Main da 

Mair.idan 

Mitttdam 

Mauradan 

Mcrasaf 

Menisafan 

Me rasa fans 

Me rasa fan 

Mesire 

Mejiirean 

Mesiream 

Mwircan 

Min Dhousai 

Dhousaite 

Dhousaites 

Dhuuuitc 

Rliuannach 

df of Rhujmadi 

ekes of Rhuanruidi 

uFfrom Rhiunmieh 

Sendmirr 

Senduurean 

Scndourcons 

Sendourean 

Suiriene 

Suirienean 

Suirieneans 

Suiriene an 

Zik.il.i 

Tikalan 

ZiLaUnv 

Zikalan 



3 103XXX1901 


Aj AIM I t> Dim 11 .%> & Du VpUW is a registered trademark owned In TSR. Inc 
Ktumun fiJ and the ISK logo are trademarks owned by TSR. Inc 
*>1995 TSR. Inc. All rights reserved. Maclc in the I S.A. 








MEIRE 
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st^^|Cavkaj 


Pipryc 


Moura 


■Sarojiinc V 
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middle ri 




, the ship 
attic area 
continue 


sequence of play 


check or 


A naval YVar Card battle is played m rounds and 
lasts until one side acknowledges defeat* or is j 
sunk or boarded. One round comprises the 


‘ routs. If 
1 barriers, 
fall back 
back can 


^ following sequence, 

f A* Movement phase 

3, Attacker moves and grapples. 
mi m 2. Defender moves and grapples, 

r B t Attack phase 

1- Resolve magical attacks. 

2. Resolve hoarding actions. 

3, Resolve missile attacks. 

C, Morale phase 

L 1. Ships strike colors or flee. 

- Routed ships attempt morale checks. 

I 3. Surrender or withdrawal. 

■ D Repeal each round until battle is resolved 


} lu nlJ 


or three 
random 
ns of the 
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2/5 


MARA DA 


M5™Bc!« 


TISUIRIH 

- . -M Baered v f a. 


■(Green \ 
Mountains 
k 3/4 
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middle left 


Aufoua 


friendly left flank 


sequence of play 


A naval War Card hank is played in rounds and 
lasts until one side acknowledges defeat, or is 
sunk or boarded. One round comprises the 
following sequence. 

A. Movement phase 

1. Attacker moves and grapples. 

2. De lender moves and grapples. 

B. Attack phase 

h Resolve magical attacks, 

2. Resolve boarding actions. 

3- Resolve missile attacks. 

C. Morale phase 

1- Ships strike colors or flee. 

2. Routed ships attempt morale checks. 

3, Surrender or withdrawal. 

D. Repeat each round until ha rile is resolved. 
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Fhirda 
k 4/3 a 


Mesire 

5/0 


Cape AJceik 
l 3/6 _ ^ 


el-Denebi 
( 3/2 j 


Aleamar 
^ 5/1 
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al war card rules in brief 


der sets up his ships first (with embarked troops), then the attacker, 
ship the blue counter that describes its last movement allowance and one red counter for 
t of the vessel's boarding value. 

i rivers or in coastal waters may involve boundaries (banks, shoals, etc.) on one to three 
ie Held. 

le wind direction card and the appropriate wind strength card for reference during play 
lt the "*?* Wind stoen K th chcck *PpU« «* naval War Card battles, The wind strength 
opriate to that result—strong, moderate, or light—describes movement aUowanccs for the 

base 

i sail its movement allowance in battle areas each round. Oared vessels can move a number 
ireas equal to their rowing rale or they can use their normal movement allowance, 
sad through friendly or enemy-occupied areas: they don't engage unless thev grapple, 
hanges direction after beginning its move, it can't gain additional movement allowance. If 
recti on takes it into the wind, it may move only one battle area along its new course, 
ndcr can move any or all of his ships except gmpphd vessels. 

r to update each ship's blue movement allowance counter each rime it moves, if Lia 


movement allowance has changed. 

Grappling 

* When two opposing vessels occupy one battle j 
desires to grapple, that player makes a grappling 

* To make a grappling check, players use the nun 
ratings. A result of H* D, or R on a battle card t 

* Grappled ships can not move hut can attempt ai 

* Ships can ungrapple if both commanders a 
automatically. 

Attack Phase 

The attacker always declares attacks first, if mulripl 

commander decides which ship is his target. 

* Magic: A wizard can cast offensive spelts at am 
area away. He can cast defensive spells on any fr 

* Boarding: Resolve boarding actions by drawing a 
values instead of defense and attack ratings. (Set 

Extra ships and embarked troops add to a si 
If the battle card drawn results in a hit, the 
A D result lets the attacker sweep the dec 
defender to surrender unless he passes a morale 
troops fall back to their ship, allowing the defenc 
After the attacker's hoarding action, the & 
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1/4 


^Djef d-Kadir ^ 
V 1/4 * ! 


Ad aba 
4/1 A 
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1/4 | 


Dei red / 

0/5 i Houran 

0/5 


i k ;a l\a 
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I N V 

i 0/5 N \ 
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! 2/3 
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(0 


Ras 
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middle 



, r they can choose to grapple. If only one party 
ick. 

rs on their blue counters as attack and defense 
ns a successful grapple. (See iteo/Wng Attacks .) 
ks and boarding actions. 
e t and additional ships can join a grapple 


ships Warding value falls to 0 or until either side surrenders or breaks the grapple, 

v#- •• «?i aI1 l hipS . r , ed counter! ‘ fl * ti,cir ("afding value changes. (Each hit removes one . 

Missile; Ships that did not move in the current round of battle can attack one enemv vess 
same battle area or one area away using its missile rating against the target’s defense rati 
Resolving Attach, below.) Ships launching missile attacks ignore F results on a battle care 
can shoot at a grappled enemy, but the fire attacks one friendhr vessel, too. The enemv con 
chooses which grappled ship is attacked. Rotate the ship card and its attached troop cai 
every m.ssile hit; each hit weakens a ship’s movement, attack, and boarding capabilities and 
one nil to embarked military units. 



vmi 
















2 






T J^jSi$a±c<kl 


ricndly ships attack a single enemy the enemy 


igrappled enemy ship in his battle area or one 

dly unit in hi* battle area. 

ttlc card and comparing the two ships’ boarding 

living Af lacks.) 

s boarding value. 

get ship's boarding value drops 1 point, 
and capture the ship. An R result forces the 
ck in the morale phase. F means the attacking 
to break the grapple automatically, 
ndcr counterattacks. Ptav continues until one 


Resolving Attacks 

To resolve attacks, draw one battle card. Subtract the defender’s defense rating from the attack! 
mustie rating. Find the row on the battle card that shows the attacker s large icon and the defend, 
icon, and move across the column* to the proper result. Battle card results: 

A miss with no other effect, 

A miss-TIte attacking ship falls back in the morale phase (in boarding actions). 

A hit. The defending ship rotates its card so that the J Hit arrow is at the top of the , 
A hit. in addition, the defending ship is routed in the morale phase, 

The defending ship is destroyed outright. 

Morale Phase 

• Routs; A routed ungrapplcd ship sustains a hit and must retreat one area in anv directio, 
toward die enemy s side of the field. If enemy vault block all passible retreat path, the 

V ' ’ ‘ "" ■ T J ' 
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1/4 i 
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Seiria il 
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^el-Qadr y 


Tuarime 

. 3/2 
















middle center 



middle riq-ht cente 


j»+u3o Aiuaua 


tqfilJ i\umu 


friendly center 


friendly ri^ht cent 



-1 f W r ' 


de surrenders or break* the grapple, 

.ding value changes. (Each hit remove* one counter} 
\t round of battle can attack one enemy vessel in the 
ifosile rating against the targets defense rating. (Sec 
ssile attacks ignore F results on a battle card. A ship 
acks one friendly vessel, too. The enemy commander 
.ale the ship card and its attached troop cards after 
vemenl, attack, and hoarding capabilities and delivers 


the defender's defense rating from the attacking unit's * 
»hows the attackers large icon and the defender's large 
result. Battle card results; 

the morale phase (in hoarding actions), * 

d so that the 1 Hit arrow is at the top of the card, 
routed in the morale phase, 
t. 


Hit and must retreat one area in any direction except 
y ?md i Block all possible retreat paths , the ship must 


surrender. If it is blocked by natural barriers, if mu.it surrender or run aground. Next i 
continues retreating until it passes a morale check in the morale phase. If it sails inr 
occupied by a foe, it must pass a morale check or surrender. (If it passes, it 
retreating until another morale check is successful.) 

A grappled ship routed during a boarding suffers a hit and must pass a mi 
surrender. 

Fall backs: Ungrappled ships that fall back must recoil one battle area, a* descrih. 
enemy assets btcKk ait possible retreat paths , the ship must surrender If it is fr/oefced by n 
it must surrender or run aground. For a grappled ship, this result means all attacking t 
to their ship, allowing the defender to break the grapple automatically, A ship that 
move and attack next round. 

Morale checks: Each vessel (and normal troop unit) has a morale rating of one, 
icons; swords, shield, and pennant, Shuffle all unused War Cards together and d 
card. Look at the large icon on the drawn card. If it matches any pf the small mora 
ship attempting the check, the ship rallies. Next round, it may move and attack noi 
Ending the battle: A naval battle ends when all ships of one side flee, surrender, c 
(or fleet) may surrender or attempt to flee the field at the end of a round. To signal 
commander strikes his colors, A vessel flees the battle by sailing at least two battle ar 
the nearest enemy and positioning itself farther in one direction than any other invc 
the mat. Ships that leave a battle finish their day's move by sailing to an adjacent m 

Captured ships (won in a boarding or other attack) can fight on the victor’s sid< 
a boarding suffer one hit of miscellaneous damage. The victorious ship sends over 
own red boarding counters to bring the ship up to hall' its normal boarding value. 
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vement allowance Has changed, 

ing 

en two opposing vessels occupy one battle area, they can choose to grapple. If only one party 
trcs to grapple, that player makes a grappling check. 

make a grappling check, players use the numbers on their blue counters as attack and defense 
figs. A result of H, D, or R on a battle card means a successful grapple, (See Resolving Attacks.) 
ipplcd ships can not move but can attempt attacks and hoarding actions. 

ps can ungrapple if both commanders agree, and additional ships can join a grapple 
omati tally. 


ship's boarding value falls to 0 or until cid 
Update all ships' red counters as their 
* Missile: Ships that did not move in the ci 
same battle area or one area away using i 
Rcsofvmg Attacks, below.) Ships launching 
can shoot al a grappled enemy, but the firt 
chooses which grappled ship is attacked, 
every missile hit: each hit weakens a ship's 
one hit to embarked military' units. 


Phase 

acker always declares attacks first. If multiple friendly ships attack a single enemy, the enemy 
nder decides which ship is his target. 

gic; A wizard can cast offensive spells at any ungrappled enemy ship in his battle area or one 
a away. He can cast defensive spells on any friendly unit in his battle area, 
irding: Resolve boarding actions by drawing a battle card and comparing the two ships' boarding 
ves instead of defense and attack ratings. (See Resolving Attacks.) 

Extra ships and embarked troops add to a ship's boarding value. 

If the battle card drawn results in a hit, the target ship's boarding value drops 1 point. 

A D result lets the attacker sweep the decks and capture the ship. An R result forces the 
endcr to surrender unless he passes a morale check in the morale phase. F means the attacking 
>ps fall back to their ship, allowing the defender to break the grapple automatically 
After the attackers hoarding action, the defender counterattacks, Play continues until one 


Resolving Attacks 

To resolve attacks, draw* one battle card. Subtr 
missile rating. Find the row- on the battle card th 
icon, and move across the columns to the prop 
— A miss with no other effect, 

F A miss. The attacking ship falls back 
H A hit. Ihe defending ship rotates its i 
R A hit. In addition, the defending ship 
D The defending ship is destroyed outri 

Morale Phase 

* Routs: A routed ungrappled ship sustain; 
toward the enemy's side of the field, If e 
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MMft; 1 
MC:C 
Rowing: 1 


a naval war card 


The ship's 

defense * 
rating 


Ship name 
or type 


he ships 
boarding . 
Rvalue 


The ship's jr 
morale ^ 
check icons 


The card's icon: 
crossed swords 
(or shield or 
pennant} 


Rjurik Krarr 


The ship's 
undamaged 
(0 hits) 
attack values 


Card number 


The ship's 
missile attack 
rating '—| 

The ship's 


Boarding: 
Morale: % 


1 [UD[ 


The ship's damaged 
(1,2, or 3 bits) 

attack values 


ship’s 

rowing 

rate 


Ship* 

illustration 


frienc 


naval war card rules in brief 




Setting Up 

• The defender sets up his ships first {with embarked troops), then the attacker 

• Give each stop the blue counter that describes its last movement allowance and one red counter for 
each point of the vessel s boarding value, 

• fidLs^fd!/'field ° r *" COa3Uj WaterS may inVOlve boundaries thanks, shoals, etc.) on one to three 

m™!* 7" d d . ir ^ tion <; ard and ** appropriate wind strength card for reference during ptav. 
(Tbe result of the days wmd strength check applies to naval War Card battles. The wind strength 
card appropriate to that result-strong, moderate, or light-describes movement allowances for £ e 


Movement Phase 

nf k*or' an Sail “* TT 1 al,ow ' ance in baule artas M£h round. Oared vessels can move a number 
. Me ? 1 S ,f qUal f°, thCU i| roWing rate or the y «" use normal movement allowance. 

Ships can sad through friendly or enemy-occupied areas; they don’t engage unless they grapple 

t u gin ?‘ nS ftS mOVe ’ H Un t *•*“ fldditi °oal movement allowance. If 
its new direction takes it into the wmd, it may move only one battle area along its new course. 

A commander can move any or all of his ships except grappled vessels, 

Remember to update each ship’s blue movement allowance counter each time it moves, if its 
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a naval war card 
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attack values rate 
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surrender, if it id Mocked by natural it must turrtndtr or run aground. Next round, the ship 

continues retreating until it passes a morale check in the morale phase. If it sails into a battle area 
occupied by a foe, it must pass a morale check or surrender. (If it passes, il must continue 
retreating until another morale check is successful.) 

A grappled ship routed during a hoarding suffers a hit and must pass a morale check or 
surrender; 

Fall backs; Ungrappied ships that fall back must recoil one battle area, as described for routs. If 
enemy vessels block ail possible re treat paths , fbe skip must surrender If it is blocked by Natural barriers, 
it must surrenderor run aground. For a grappled ship, this result means all attacking troops fall back 
to their ship, allowing the defender to break the grapple automatically. A ship that falls hack can 
move and attack next round. 

Morale checks: Each vessel (and normal troop unit) has a morale rating of one, two, or three 
icons: swords, shield, and pennant. Shuffle all unused War Cards together and draw a random 
card. Look at the large icon on the drawn card. If it matches a tty of the small morale icons of the 
ship attempting the check, the ship rallies. Next round, it may move and attack normally. 

Ending the battle: A naval battle ends when all ships of one side flee, surrender, or sink. A ship 
(or fleet) may surrender or attempt to flee the field at the end of a round. To signal surrender the 
commander strikes his colors. A vessel flees the battle bv sailing at least two battle areas away from 
the nearest enemy and positioning itself farther in one direction than any other involved vessel on 
the mat. Ships that leave a battle finish their day's move by sailing to an adjacent maritime area, 
Captured ships (won in a hoarding or other attack) can fight on the victor's side: ships lost in 
a boarding suffer one hit of miscellaneous damage. The victorious ship sends over enough of its 
own red boarding counters to bring the ship up to half its normal boarding value. 
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D istinct Khinasi military systems and tactics have 
evolved over many centuries of sea and steppe war¬ 
fare. Unlike the Anuireans, who prefer stand-up 
fights of strength, Sun Coast commanders consider war an 
art of maneuver and skill. Their lighter, cunning forces natu¬ 
rally reflect these beliefs and preferences. 


Khmasi Military Units 


Unit Type 

Archers 

Artillerists 

Infantiy 

Levies 

Light cavalry 
Medium cavalry 
Ski rmishers 
Spearmen 


Move 

2 

l 

1 

1 
4 
3 
3 

2 


Base Cost 

2 

6 

3 

1 

3 

4 

2 
2 



Maintenance 

To Muster 

1 

Level 3 

2 

Level 5 

1 

Level 4 

— 

Level 4 

2 

Level 3 

2 

Level 4 

1 

Level 1 

1 

Level 3 



Archers: Khmasi archers typically go unarmored or wear only 
light doth jerkins. They cam' the formidable Khinasi composite 
long bows: laminated weapons of horn, wood, and sinew that 
can fire a light arrow' as far as 400 yards or drive a war arrow' 
through armor plate at close range. Most archers carry only a 
dagger or small cudgel for personal defense; they fall back from 
any attempt to engage them, unlike Anutrean archers. 


Artillerists: Sie gee raft is a highly developed art in Khinasi, 
just as in Anuire. The officers of artillerist units are skilled 
engineers, architects, and mathematicians. (The Khinasi pre¬ 
fer to custom-build siege equipment at the battle site, 
instead of transporting siege engines or baggage.) The sol¬ 
diers in an artillerist unit—laborers, carpenters* and 
masons—put the officers 1 plans into action. 

An artillerist, usually unarmored, carries only a dagger, 
short sword, or construction tool as a weapon, 


Infantry; Khinasi infantry’ are fairly rare, since most com¬ 
manders prefer tactical systems that rely on cavalry- or light 
foot soldiers, However, regents do keep units of infantiy in 
and around city-states for guard duty. A Khinasi infantryman 
wears chain or scale mail, with a medium-sized round shield* 
a partisan or halberd, and a scimitar, Khinasi generals find 
these heaviest of foot troops severely handicapped by their 
lack of mobility. 


Levies: The culture of the Sun Coast does not embrace the 
citizen-soldier tradition of other human cultures. One rarely 
sees reserves, militia, or levies among Khinasi armies. To 
reflect this fact, a Khinasi levy initially costs 1 GB, In addi¬ 
tion, apply a -3 modifier to a Khinasi province's rating for 
purposes of raising levies. All other rules pertaining to levies 
still apply. 

Light cavalry: The swiftest human troops of Cerilia, Khinasi 
light cavalrymen act much like skirmishers. They w r car cloth, 
quilted, or leather armor and carry small* round shields— 
consider them AC 7. Light cavalrymen rely on missile 
weapons such as javelins or short composite hows to harry 
their opponents, but can charge and conduct melee effec¬ 
tively with light lances when they must. 

Medium cavalry: The heaviest cavalry' in Khinasi are called 
"medium cavalry units/* to differentiate them from Anuirean 
knights or cavalry', A Khinasi medium cavalryman is often a 
noble or wealthy soldier equipped with fine chain mail, a 
small round shield, a medium lance, a composite short bow, 
and a scimitar or sabre for melee. They are more mobile than 
knights, but not as w r ell protected or heavily armed. Still, 
they can defeat knights in open ground, where their superi¬ 
or maneuverability' lets them pick the point of attack, 

Skirmishers; Khinasi "irregulars" are actually highly-trained, 
professional soldiers, unlike the rabble that often serve in 
other armies. Skirmishers normally carry' small, round shields 
but wear little armor—mobility is their greatest defense, and 
they decline dose engagements with heavier troops. 

Skirmishers typically wield slings, javelins, and short stab- 
bing spears or daggers. They have the special power of being 
able to fall back (battle card result F) through friendly units 
with no penalty; their training lets them pass through their 
own ranks without losing their unit cohesiveness. 

Spearmen: Cohesive units of spearmen constitute the 
favored armies of many Khinasi states. A spearman wears 
quilted or cloth armor, but uses as his chief defense a great 
shield that can cover him nearly from ankle to neck, A disci¬ 
plined unit of troops so protected can ignore all hut the heav¬ 
iest missile fire, 

Khinasi spearmen fight best against lighter infantry* or 
cavalry—heavy cavalry' can hreak their w'ell-ordered lines, A 
spearman normally carries a single long spear and reserves a 
tulwar (short sword), dagger, or dub as a secondary weapon. 
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naval armament 



S ince Cerilians have not invented gunpowder-hased 
missile weapons, the tactics of traditional naval hat* 
ties involve closing with an enemy vessel and grap¬ 
pling, Boarding troops fight fierce skirmishes over the decks 
of the entangled vessels. The great Anuirean galleons are 
designed for this kind of battle: their high castles and large 
contingents of troops give them a significant advantage in 
boarding actions against smaller ships. 

However in the last century or so, naval tactics have under¬ 
gone radical changes. More and more ships carry weapons 
designed to damage or sink an enemy vessel before it can ever 
dose for hoarding. Assume that a ship's missile weapons con* 
stitute part of its missile rating. (The missile rating on a naval 
War Card assumes the vessel is adequately armed,) 

However, if you need to know the exact armament of a 
vessel, select weapons from the table below and use their hull 
damage ratings iH.stcuJ of the ship's missile rating. 
(Generally, use hull damage ratings for one-on-one ship con¬ 
frontations only.) 



Naval Armament 


Weapon 

Crew 

THACO 

ROF 

Range 

Damage 

Arbalest 

3 

— 

1/3 

10/20/40 

3d3/2rf4 

Ballista (shot) 

4 

12 

1/4 

5/10/15 

Id8/ldl0 

Catapult 

6 

16 

1/6 

—/20/50 

2 d6/2d8 

Fire thrower 

4 

10 

1/10 

2/4/6 

3d6 

Mangonel 

3 

14 

1/5 

8/16/24 

Id8+l/2d6 


Crew: The number of crew members required to operate the 
weapon at its normal rate of fire. For every missing crewman, the 
ROF falls by one round. So, an arbalest with a missing crewman can 
fire only once every four rounds instead of once every three. 
THACO: Artillery weapons strike with a base THACO; the character 
aiming the weapon does not use his own THACO for the attack. The 
target's Armor Class is 10, less its movement allowance in areas per 
turn. Therefore, consider a ship sailing at three areas per turn to 
have AC 7 for artillery" fire. Arbalests fire as normal missile weapons, 
ROF: The weapon's normal rate of fire. 

Range; The weapon's short/mcdium/long range, in tens of yards. 
Medium-range shots receive an attack penalty of -2. and a -5 penal¬ 
ty applies to long-range shots. 

Damage: The harm inflicted upon an individual standing near the 
point of impact. A successful saving throw' vs. death lets a character 
dodge the impact altogether. Note that arbalests inflict normal dam¬ 
age, with no saving throw. 



Arbalest: Though a true crossbow, an arbalest is larger and 
more powerful than even a heavy crossbow. Usually, a captain 
mounts an arbalest on a rati or gunwale and uses it to snipe at 
enemy sailors and officers. Ships can easily mount as many as 
four of them per hull point—for example, a roundship could 
carry 12. Anyone proficient in a heavy crossbow' can fire an 
arbalest without penalty, and crew members need no special 
skill to load or winch the weapon. Arbalests cost 350 gp and 
inflict negligible damage to a ship's hull (0 hull points), 


Ballista (shot): The shot ballista is nothing more than a huge 
crossbow that hurls a lead hall at the enemy vessel. The shot 
can smash through a light hull or damage a ship's upperworks. 
although it proves less effective against stoutly-built vessels. 

A single hit from a shot ballista inflicts 0 or I hull point 
of damage. Roll ld4 and compare the result to the ship s 
defense rating (on the vessel's War Card). If the balUsta's 
damage roll beats the target's defense rating, the target 
suffers l hull point of damage. If the damage roll is less 
than or equal to the ship's defense rating, the effects of the 
shot are insignificant (0 hull points). A single warship can 
mount two shot hallistas per hull point: the weapons cost 
800 gp each. 

Each shot ballista hit has a 25% chance of endangering 
ld3 random crew members, who must make saving throw-s 
vs. death or suffer the damage listed in the naval armament 
chart. To target a specific character the weaponeer must 
make a successful attack roll with a -4 penalty. 

Catapult; The naval catapult—a fairly small version— 
launches a 304b, stone that can hole even a large vessel. As 
this catapult is not a direct-fire weapon like the shot ballista, 
it’s less accurate. It also requires a fair amount of open deck 
space, since a ship's own rigging can interfere with it. A ship 
with 2 hull points or more can mount one catapult; stronger 
vessels, like mundships, can mount two. 

Like a shot ballista, a catapult also inflicts 0 or 1 hull point 
of damage. (Compare the result of a IdS roll to the target's 
defense rating to see whether the ship sustains 1 point of 
damage, as described under Ba/lisra,) Catapult fire also may 
endanger ld6 random crew- members, just like ballista shot, 
but the weaponeer can't target a specific area successfully 
The weapons cost 2.000 gp each. 

Fire thrower; Also known as Greek fire, the fire thrower is a 
mechanical apparatus that throws a gout of napalmlike burning 
pitch. Commanders do not universally like the weapon, since a 
crew r must use it very carefully Also, a ship set afire may try to 
grapple with its enemy and spread the flame. Of course, burned 
ships can't be looted or taken as prizes. 

Regardless of size, a ship can mount only one fire throw¬ 
er. The weapon costs 4*000 gp and normally inflicts a straight 
0 to 2 (ld3-l) hull points of damage. Like other artillery 
weapons, there is a 25% chance that Id6 random crew mem¬ 
bers may sustain injury in a successful hit. 

Mangonel: The mangonel, a smaller version of the catapult, 
throws a stone of about 10 lbs, A captain can mount one per 
hull point, at a cost of 1,000 gp each. The mangonels shot 
inflicts 0 or 1 hull point of damage. (Compare the result of 
a ld6 roll to the target's defense rating to see w'hether the 
ship sustains 1 point of damage, as described under 
Ballista.) The hit may injure ld4 crew members near the 
impact site, but the weaponeer can not target individual 
crew members specifically. 
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ships of cerilia 


Af f the five human cultures of Cerilia, three maintain 

■ major seafaring interests, and a fourth—the 
Rjurik—has minor interests. Only the Vos are not 
considered a seapower* and even they build their own vessels 
and occasionally raid or trade across short stretches of water. 



Ships of Cerilia 


Ship 

Aval lability 

Cost 

MC 

Hull 

Sea worth 

Caravel 

Anuirean 

6 GB 

B 

2 

16 

Coaster 

Anuirean. Brecht 

2 GB 

A 

1 

15 

Cog 

Rjurik, Brecht 

5GB 

C 

2 

17 

Dhoura 

Khinasi 

4 GB 

B 

2 

16 

Dhow 

Khinasi 

2 GB 

A 

l 

14 

Drakkar 

Vos 

8 GB 

D(2) 

2 

13 

Galleon 

Anuirean 

15 GB 

B 

4 

15 

Keelboat 

All 

1 GB 

C(l) 

1 

10 

Knarr 

Rjurik 

6 CB 

CM) 

2 

16 

Longship 

Vos. Rjurik 

3 GB 

C (2) 

1 

14 

Roundship 

Brecht 

12 CB 

B 

3 

18 

Zebec 

Khinasi 

17 GB 

A 

3 

15 


Availability lists the races that commonly build this type of vessel. 
Exceptions may arise, of course. 

Cost tells how many Cold Bars it takes to build the ship. {1 GB = 

2,000 gp.) 

MC means the ships Maneuverability Class, Oared vessels sometimes 
use their rowing rates (in parentheses) instead of sailing normally. 
Hull describes how many hits of hull damage the ship can withstand. 
This figure measures a ship's strength and size* 

Seaworthiness indicates how well the vessel can avoid shipwrecks, 



Caravel* The precursor of the galleon, the caravel is a two- 
masted, square-rigged vessel, However the galleon has 
replaced it as the Anuirean warship of choice. It can carry 3 GB 
of cargo and/or one unit of soldiers. 

Coaster* A variety of small fishing vessels and fast traders 
make up the category of vessel called coasters. These one- or 
two-masted vessels are rigged fore and aft—in other w T ords, 
with triangular sails. Too small to act as warships or earn any 
significant amount of cargo (not more than two tons, or 1 
GB). coasters can transport a small party' or serve courier duty, 

Cog: The two-masted, square-rigged cog resembles a caravel 
hut has a broader beam. It tends to be slower and more sea- 
worthy Cogs are still popular with the Rjurik, but round- 
ships are replacing them in Brecht waters* Cogs have a cargo 
capacity of 3 GB and can carry' one unit of troops. 

Dhoura: The standard Khinasi merchantman, a dhoura is a 
two- or three-masted vessel rigged fore and aft* Unlike 
Brecht or Anuirean shipwrights, the Khinasi don't incorpo¬ 
rate forecastles or sterncastles in their designs, but a dhoura 


may feature an after deckhouse, Dhouras have a cargo 
capacity of 2 GB and can carry one unit of soldiers. 

Dhow: 'The dhow r —the common Khinasi fishing boat and 
light tradesman—fills the role of the Anuirean coaster. It 
resembles a dhoura with only one mast, but its too small to 
cany significant cargo (only l GB) or troops. 

Drakkar: The open drakkar remains the favored warship of the 
Vos and features oars and a single stepped mast. The drakkar 
lias no rudder, but instead uses oversized steering oars at its 
stem, It can carry one unit of troops or 1 GB of cargo. 

Galleon: The largest ships of Cerilia are the towering 
Anuirean galleons, great three-masted warships with fore¬ 
castles and sterncastles three or four decks high, Despite 
their size, they are not as seaworthy as caravels or cogs, due 
to their high centers of gravity* Galleons can carry up to 
three units of soldiers and have a cargo capacity of 6 GB. 

Keelboat; Cerilia's rivers serve as highways to its interior* 
and dozens of types of small riverboats cam' cargo along 
these routes. Like coasters or dhows, keelboats are individu¬ 
ally too small to carry significant cargo (only I GB), but 
they're good for transporting passengers along rivers. 

Knarr: The Rjurik developed the knarr from their longships 
(below'). This clinker-built (overlapped wooden planks form 
the hull), open vessel has a single, permanent, mast and deck 
platforms fore and aft. Larger and sturdier than a longship, 
it can maneuver using oars; however, it sails much better 
than it row's. The knarr can carry' one unit of troops and has 
a cargo capacity of 2 GB. 

Longship: For more than a thousand years, longships have 
been the favored vessel of the Rjurik. These clinker-built 
open boats can be sailed or rowed. Seafaring Vos have adopt¬ 
ed the longship as their design of choice and even build larg¬ 
er versions for warfare (drakkars.) This fairly small ship can 
hold 1 GB of cargo and carry' one unit of soldiers. 

Roundship; The most seaworthy vessels in Cerilia are the 
Brecht round ships, broad-beamed cargo vessels with three 
masts and square rigging. They resemble cogs, but are larger, 
with several decks and small sterncastles, Suited to trade or war* 
roundships can cany two units of troops and 5 GB in cargo, 

Zebec: The Khinasi worship* the zebec, looks like a 
dhoura, but tends to be longer and slimmer of hull, and 
therefore faster. Unlike the Anuireans or Brechts, who 
build warships to serve as merchantmen in peacetime, the 
Khinasi build zebecs for one purpose only—war. A zebec 
can carry' two units of soldiers or 2 GB w'orth of cargo (on 
rare occasions). 
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anuirean navies 



T he following material can add 
a naval dimension to an 
Anuirean campaign. To cover 
the costs of maintaining their fleets* 
many regents offer protection to the 
merchant marine or loan vessels to 
Local guilds in return for a share of 
the trade route's listed profits. (Or* 
the regent PC may use another 
source of income to support the 
navy f such as a tax increase or 
claim by iawr holding.) 
landlocked realms have no 
navies or sea trade routes. 


Acrenwe: A sea trade route from Calrie to Mermoune in 
Binsada generates 4 GB/domain turn to one guild. 

Navy: 2 galleons. 6 caravels* 2 coasters. The fleet is based 
upriver at the port of Calrie itself, a days sail from the 
Gulf of Coeranys. 



Avanil: Sea trade routes from Daulton to Ilcen and from 
Anuire province to Seaward in Mieres generate 12 GB/ 
domain turn for local guilds. 

Navy: 7 galleons, 12 caravels, 4 coasters. The Prince of 
Avanil holds the old Imperial Yards of the City of Anuire 

and uses the city s harbor 
as his main naval base. 
The capital s fortifications 
protect the naval dock¬ 
yards and slips, 

Bocruine: Sea trade routes 
from both Seasedge and 
Tariene to Stormpoint in 
Taeghas and from Bacaeleto 
Bliene in Dicmed generate 13 
GB/domain turn for local guilds. 
Navy: 6 galleons, 11 caravels, 5 
coasters. Most of Boeruine's fleet sails from the port of 
Tariene, which has a much better harbor than Seaharrow. 


Brosengae: A sea trade route from Bindier to Crenier in 
Mieres generates 3 GB/domain turn for one guild. 

Navy: 5 caravels. Brosengae‘s navy anchors in the bay of 
Bindier, although it often patrols the Amienbae* 

Coeranys: No one has established a sea trade route. 

Navy; 3 caravels. Rumors hint that Coeranys is embark¬ 
ing on a building program to achieve parity with 
Qsoerdes fleet. 


Dhoesone: A sea trade route from Nolien to River ford in 
Cariele generates 4 GB/domain turn for one guild. 

Navy: 5 caravels, 4 knarrs, 2 coasters. 


Diemed: A sea trade route from Cillene to Seaward in 
Mieres generates 5 GB/domain turn for one guild. 

Navy: 2 galleons, 7 caravels, and 3 coasters, split between 
Aerele and Ciliene. The Baron of Diemed hopes to see a 
new trade route forged from Aerele to one of the great 
Khinasi ports, probably Zikala or Turin. 

Ilien: A sea trade route from Ilien to Ruorven in Coeranys 
generates 6 GB/domain turn for one guild. 

Navy: 2 galleons, 4 caravels, 2 coasters. 

Medoere: No one has established a sea trade route. 

Navy: 4 caravels. The fleet is based in Alamter, 



Osoerde: A sea trade route from 
Gulfport to Zikala generates 5 
GB/domain turn for one guild. 
Navy: 3 galleons, 6 caravels, 2 
coasters. Osoerde sails out 
of Gulfport and is thought 
to sponsor pirates and smug¬ 
glers in the Sunken Lands. 

Roes one: As Roesone is not 
a seapow-er, local guilds 
maintain no sea trade routes. 
Navy; 2 caravels anchored 
in Ahbatuor, 1 coaster in 
Froudgtaivc, and 1 coaster 
in Abbadiel, (Note; These two 
coasters are mentioned in the Players Secrets of Roesone 
domain sourcebook as the Registered Baron's Ships 
Exploit and Adventure ,) 


Taeghas: A sea trade route from Bhaine to Abhatuor in 
Roesone generates 5 GB/domain turn for one guild. 

Navy; 2 galleons, 5 caravels, and 2 coasters, based in the 
royal harbor at Stormpoint, 


Talinie: Tw r o sea trade routes from Lindholme to Stormpoint 
in Taeghas each generate 4 GB/domain turn for one guild. 
Navy: 1 galleon* 6 caravels, and 1 coaster* divided 
between Seaport and Nowelton. 













naval movement rules 



T his card is a reference for movement at sea. For 
more details, consult the rules on War and Trade by 
Sea * Part VI in the Cities of the Sun sourcebook. 

- + - 

Table l; Wind Strength 


movement allowance 

The movement of a sailing vessel depends on its Maneuver* 
ability Class and the speed and direction of the wind. Refer to 
Table 3 t using the appropriate row for wind strength and 
whether the ship is sailing into, with, or across the wind* 


2d6 

Wind Strength 

Next Dav 

2 

Calm 

td4+ 1 

3 

Calm 

ldfe+1 

4 

Light 

2d4 

5 

Light 

2d4 

6 

Light 

2d6 

7 

Moderate 

2d6 

8 

Moderate 

3d4 

9 

Strong 

3d4 

10 

Strong 

ld6+6 

n 

Gale 

ld6+6 

12 

Storm 

2d6* 


* Do not check the wind strength again the next day in the case of 
a storm, but check it after its blown itself out (in ld4 days). 

- * - 

Calms reduce a ship's movement to Id2-I areas, regardless of 
its normal speed, Oared vessels can move at their rowing rate 
instead. There is a 50% chance that fog accompanies the calm, 
Gales are treated as strong winds but alter a ship's intended 
course by moving a vessel ld3 maritime areas in the direction 
the wind is blowing* or ld3~I areas if the ship's captain sue* 
ceeds in a Seamanship proficiency check* Carry out gale move¬ 
ment after the ship has conducted its normal day's movement. 
Storms prevent a ship from maneuvering at all; it's simply 
blown 2d4 areas per day in the direction the wind is blowing, 
Storms last ld4 days before blowing out* 


wind direction 

In Cerilias waters, the wind generally blows out of the west 
in spring and summer, and from the north in fall and winter 
However* this statement only approximates weather pat¬ 
terns. Sole: The wind direction is always the direction the 
wind is blowing from! 

— -- ♦ - 
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Table 3: Ship Movement Allowance 


Winds 

Light 

Into 

with 

Across 

Moderate 

Into 

With 

Across 

Strong 

Into 

With 

Across 


Ship Maneuverability Class (MC) 

A B C D 


1110 
2 111 

3 2 11 



0 

2 

2 


0 

t 

I 


0 

2 

3 


0 

2 

2 


— , -♦- 

chaii^iii^ cmi rsc 

A ship begins with the movement allowance indicated by its 
first move of the day. It can change course as often as the 
captain wants and in any direction up to the movement 
allowance of its first move this turn * 

There is one exception to this rule: Ships that turn into the 
wind after a downwind or cross wind course end their move 
after sailing into the wind only one maritime area* 


shipwrecks 

The two types of shipwrecks facing sailors are foundering 
and grounding, A ship at sea during a gale or storm founders 
if it tails a seaworthiness check (or the captain's Seamanship 
proficiency check), sinking after Id 10 hours of battling the 
elements. Grounding may occur when a ship enters coastal 
waters in fog, a gale, or a storm. To avoid running aground, 
make a successful check using either the ship's seaworthi¬ 
ness rating or the captain's Navigation proficiency score, 
whichever is lower. 


Table 2: Wind Direction 


2d6 

Spring/Summer 

Fall/Winter 

2 

East 

South 

3 

East 

South 

4 

South 

East 

5 

South 

East 

6 

South 

North 

7 

West 

North 

8 

West 

North 

9 

West 

West 

10 

North 

West 

11 

North 

West 

12 

East 

South 

^ _ 


ship maintenance 

Just like holdings, armies, and provinces, ships require a char* 
acterto pay a maintenance cost each domain turn, You can find 
individual ships' troop capacities on the back of Card 1. 


- ♦ -- 

Table 4: Ship Maintenance 

Total Troop Capacity 

Cost 

1-3 units 

J GB 

4-6 units 

2 GB 

7-9 units 

3 GB 

10-12 units , . . 

4 GB. . . 
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naval war rules 



efore a captain can attack another ship, he must 
make a declare war action. Once War Moves begin, 
wLW attacks cease only when the war ends through sur¬ 
render, diplomacy, or the destruction of one side s ships. 

NoU: You can find more details on naval warfare in War and 
Trade by Sea (Part VT in the Cities of the Sun Sourcebook) and 
on the naval battle mat in this box. 

naval war moves 

Any ship that did not move during the domain turn s action 
round can move during each War Move, as long as its owner 
uses a declare war action or is the target of one* 

Normal rules of movement and retreat apply; whoever 
used the declare war action moves his ships first, then the 
defender chooses to either stand his ground or retreat one 
maritime area. Ships that retreat from coastal waters are dri¬ 
ven to the waters of an adjacent province* or into a port or 
river* if the province has these features. 

Resolve the movement of attacking and defending forces 
one day at a time* using the normal sailing movement rules. 



Table 5: One Land/Sea War Move 


Land War Move 

A. Aggressor's troops move 
L Defender’s troops 

may retreat 

B. Defender's troops move 

l. Attacker's troops 
may retreat 

(Together steps A and B 
comprise a week of movement) 


Sea War Move 

A, Aggressor's ships move 

1. Defender's ships may retreat 

B, Defender’s ships move {only those 
that did not retreat in Step AI) 

I. Attacker's ships may retreat 
(only those that did not move 
in Step A) 

(Repeat A and B seven times—one 
each day for a week of moves.} 



landing forces and marines 

Troops that land on hostile shores cannot move in the War Move 
in which they debark* but they* can occupy pillage* or besiege 
the province where they land on the same turn, Treat debarked 
troops as normal land units m subsequent War Moves. 

Roundships. galleons* and zebecs all cany small contin¬ 
gents of marines who can function as one unit of irregulars if 
landed on enemy shores* which makes them handy for quick 
raids or other such missions, Tire marines must remain in the 
same province as their ship* unless either is destroyed* If the 
marines die. the ship's boarding value falls to 0 until the cap¬ 
tain replaces them by spending I GB and mustering troops 
in any of his ports during the domain turn* 


naval war cards 

When opposing ships or fleets end up in the same river, 
coastal waters* or sea area, a battle results. Note: Gales and 
storms prevent battles* even if enemy fleets are in the same 
maritime area* Ships can't battle in ocean areas. 

Check the naval War Card rules summaries* diagrams* 
and the sequence of play printed on the battle mat for addi¬ 
tional quick reference during play. 

rht* field of battle 

The "battlefield'* for naval W T ar Card battles begins as a 
stretch of water five areas wide and five across* as repre¬ 
sented on the naval battle mat. (These battle areas all lie 
within one maritime area,) As the fighting rages* ships can 
expand this area by leaving the original field of play. There is 
no reserve or an out-of-bounds: a ship can sail as far in any 
direction as the commander wishes. 

set-up 

The defender sets up all his ships first, in any or all of the five 
battle areas on his side of the field. (If a ship has troops on 
board, place the appropriate troop cards under their corre¬ 
sponding ship.) Place counters on each ship card to reflect 
the vessel's current boarding value and its last movement 
allowance. The attacker then sets up his ships on the row of 
areas opposite the defender's lines. 

Coastal waters: If the battle takes place in the coastal 
waters of a province* one to three sides of the field may be 
bounded by shoals or land. 

Rivers: Normally rivers are bounded on two opposite 
sides by the banks. Also* rivers can make the field a couple 
battle areas narrower than normal. 

weather and wind 

The result of the days wind strength and direction checks 
apply to the battle at hand. (Time effectively stops during a 
naval War Card battle* so it can take place in just one day) 
The DM can dictate the position of attacker and defender on 
the map, if it’s obvious who should be where, or he can ran¬ 
domly determine the wind and position of the two fleets. 
Wind cards: Place the wind card with the wind direction 
arrow' on the battle mat to show which way the wind is blowing. 
Then set the appropriate wind strength card (light, moderate, or 
strong wind) beside the direction card for reference during play 

leauin^ the field 

Any ship can flee the fight simply by moving farther in one 
direction than any enemy vessel and remaining at least two 
areas away from the nearest enemy. If, for example, a ship is 
the westernmost vessel on the map with no enemies closer 
than two areas away it has fled the fight. However* ships 
cannot flee in directions blocked by coastlines or shoals. 







Khinasi Dhoura 

Defense: 2 
Boarding: 3 
Morale: f 


Missile: 1 
MC: B . 





Khinasi Zebec 

Defense: 3 
Boarding: 4 
Morale: X V f 
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Missile: 3 
MC: A 



Khinasi Zebec 
Defense: 3 
Boarding: 4 
Morale: X ^ ¥ 
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Missile: 3 
MC: A 
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Khinasi Zebec 

Defense: 3 
Boarding: 4 
Morale: X < f 


^ K CS51 

Missile: 3 
MC: A 



Khinasi Zebec 

Defense: 3 
Boarding: 4 
Morale: X V f 


Missile: 3 
MC: A 





Anuirean Caravel 

Defense: 3 
Boarding: 3 
Morale: X V 
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Missile: 1 
MC: B 



Anuirean Caravel 

Defense: 3 
Boarding: 3 
Morale: XK 


CS5S 

Missile: 1 
MC: B 




























































































Anuirean Caravel 

Defense: 3 
Boarding: 3 
Morale: X V 


* CS59 


Missile: 1 
MC:B 



Anuirean Caravel 

Defense: 3 
Boardinc 


ng:3 
Morale: X V 


4*. * C360 

Missile; 1 
MC:B 






Brecht Cog 

Defense: 3 
Boarding: 3 
Morale: X f 


l * CS83 


Missile: 2 
MC: C 



Vos Drakkar 

Defense: 3 
Boarding: 4 
Morale: X ^ f 


, # CS64 


MC: D 
Rowing: 2 

































































































































































Rjurik Longship -*■ * CS75 



Defense 

Boardin' 

Morale 


ng:3 
:X 



Rjurik Longship 

Defense: 2 
Boarding: 3 
Morale: X ^ ? 


^ # CS76 

MC:C 
Rowing: 2 




Brecht Roundship •* * CS7B 

Defense: 4 Missile: 4 

Boarding: 4 NIC: B 

Morale: X ^ ¥ 




Serpent Galley 

Defense: 2 
Boarding: 3 
Morale: XKf 
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Missile: 2 
MC: B 
Rowing: 2 



Serpent Galley 

Defense: 2 
Boarding: 3 
Morale: XKW 
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Missile: 2 
MC: B 
Rowing: 2 





















































































Anuirean Galleon A- * csbt 

Missile: 2 



Anuirean Galleon 

Defense: 4 
Boarding: 5 
Morale: X ^ ? 


CS68 

Missile: 2 
MC:B 
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Missile: 2 


Anuirean Galleon 


Defense: 4 
Boarding: S 
Morale: X ^ f 



Anuirean Galleon 
Defense: 4 
Boarding: 5 
Morale: X ^ ?. 
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Missile: 2 
MC:B 



Anuirean Galleon 
Defense: 4 
Boarding; 5 
Morale: X ^ ¥ 
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Missile: 2 
MC: B 



Rjurik Knarr 
Defense: 3 
Boarding: 2 
Morale: % V 
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Missile: t 
MC: C 
Rowing: 1 
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Khinasi Medium 
Cavalry 

Move: 3 
Defense: 3 
Morale: X f 


. # CS17 


Melee: 4 
Charge: 5 
Missile: 2 
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Khinasi Medium 
Cavalry 

Move: 3 
Defense: 3 
Morale: XV? 


» CSlfl 


Melee: 4 
Charge: 5 
Missile: 2 
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Khinasi Medium 
Cavalry 
Move: 3 

Defense: 3 _ 

Morale: X % f 


Melee: 4 
Charge: 5 
Missile: 2 



Khinasi Medium 
Cavalry 
Move: 3 
Defense: 3 
Morale: X V f 
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Melee: 4 
Charge: 5 
Missile: 2 



Khinasi Medium 
Cavalry 
Move: 3 
Defense: 3 
Morale: 
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Melee: 4 
Charge: 5 
Missile: 2 
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Khinasi 

Skirmishers 

Move: 3 
Defense: 1 
Morale: X 


CS22 

Melee: 2 
Missile: 3 
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Khinasi 

Skirmishers 

Move: 3 
Defense: 1 
Morale: X 
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Melee: 2 
Missile: 3 































































































Khinasi Archers 

Move: 2 
Defense: 1 
Morale: X K 


css 

Melee: 2 
Missile: 4 

+1 to attacks vs. 
mounted units. 
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Khinasi Archers 
Move: 2 
Defense: 1 
Morale: X % 


.* CS10 


Melee: 2 
Missile: 4 

+ 1 to attacks vs. 
mounted units. 



Khinasi Archers 
Move: 2 
Defense: 1 
Morale: X V 
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Melee: 2 
Missile: 4 
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Khinasi Archers 

Move: 2 
Defense: 1 
Morale: X K 


Melee: 2 
Missile: 4 

+f to attacks vs. 



Khinasi Light 
Cavalry 

Move: 4 
Defense: 2 
Morale: % f 


Melee: 2 
Charge: 3 
Missile: 3 
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Khinasi Light 
Cavalry 
Move: 4 
Defense: 2 
Morale: V f ' 
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Melee: 2 
Charge: 3 
Missile: 3 
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Khinasi Light 
Cavalry 

Move: 4 
Defense: 2 
Morale: % V 


„#CS!5 


Melee: 2 
Charge: 3 
Missile: 3 
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Khinasi Medium 
Cavalry 
Move: 3 
Defense: 3 
Morale; X ^ V 


*CS16 


Melee: 4 
Charge: S 
Missile: 2 





























































































Khinasi Spearmen 

Move; 2 
Defense: 3 
Morale: X f 


CS6 

Melee: 3 

+ 1 lo defense vs. 
missile attacks, 
#1 to attacks vs. 




Khinasi Archers 

Move: 2 
Defense: 1 
Morale: X < 


-^.#CS7 

Melee: 2 
Missile: 4 

+1 to attacks vs. 
mounted units. 
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Kozlov Varsk 
Riders 

Move: 2 
Defense: 3 
Morale: X ^ f 


Melee: 5 
Charge: 6 
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Serpent Guards 
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Move: 1 
Defense: 4 
Morale; X ^ ? 


Melee: 4 
Missile: 1 
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Elven Knights 

Move: 4 
Defense: 4 
Morale: X ^ ^ 


Melee: 4 
Charge: 6 
Missile: 3 




Elven Knights 

Move: 4 
Defense: 
Morale: 
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Melee: 4 
Charge: 6 
Missile: 3 
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Elven Archers 

Move: 4 
Defense: 2 
Morale: XV! 
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Melee: 3 
Missile: 5 
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Black Spear Gnolls -A- * CS37 

Move: 2 Melee: 5 

Defense: 3 Missile: 2 

Morale: X V 
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Black Spear Gnolls * esse 



Move: 2 
Defense: 3 
Morale: X ? 


Melee: 5 
Missile; 2 
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Raiders 

Move: 3 
Defense: 2 
Morale: f 
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Missile: 2 
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Kozlov Infantry 
Move: 1 
Defense: 2 
Morale: X < 


• CS4C 

Melee: 4 

+T to Bitacks vs, 
irregulars, spears. 









































































































Khinasi Infantry 

Move: 1 
Defense: 3 
Morale: ^ T 


CS25 

Melee: 3 
Missile: 1 

+T to attacks m 
pikes, Irregulars, or 
skirmishers* 
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Khinasi Infantry 

Move: 1 
Defense: 3 
Morale: ^ V 


^ S CS26 

Melee: 3 
Missile: 1 

+T to attacks vs. 
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Khinasi Infantry 

Move: 1 
Defense: 3 
Morale: ^ f 


^.0 CS27 

Melee: 3 
Missile: 1 

+t to attacks vs, 
pikes. Irregulars, or 
skirmishers. 



Khinasi Infantry 

Move: 1 
Defense: 3 
Morale: ^ V 
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Melee: 3 
Missile: 1 
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Khinasi Infantry 

Move: 1 
Defense: 3 
Morale: V V 


^ » CS29 

Melee: 3 
Missile: 1 

+t to attacks vs, 
pikes, Irmgutars. or 
skirmishers. 
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Khinasi Infantry 
Move: 1 
Defense: 3 
Morale: V V 


^ " CS30 

Melee: 3 
Missile: 1 

+1 to attacks vs. 




Serpent Guards 
Move: 1 
Defense: 4 
Morale: X < f 


Melee: 4 
Missile: 1 
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Move: 1 
Defense: 4 
Morale: X ^ ? 
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Missile: 1 
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A s far as one could see, ships closed menacingly, and warriors swarmed across enemy 

decks. Smoke tinted red by the dying sun shrouded the misty sea. The attacking seamen 
raised an unholy clamor, and the stench of flaming pitch stung the eye. 


Through it all, el-Arrasi stood proudly at the helm. When his vessel drew alongside the Anuirean 
flagship , he was ftrst to leap to the enemy decks, sword drawn. In the fight that followed, none 
could stand against his relentless onslaught. And as the sun slipped beneath the waves, he placed 
his scimitar at the admiral’s throat and forced his yield. El-Arrasi had at fast defeated the 
Anuirean Empire’s great armada, breaking the Iron Throne's power over his people. 

—Historian Boran el-Dussein. in Victories of el-Arrasi 

Ever since throwing off the yoke of Anuirean rule centuries ago, the land of Khinasi—the 
Sun Coast of Cerilia—has been a land of promise for bold adventurers. Here the sea means 
life, the city-state means power, and the working of true magic is the most honorable 
profession of all. The remnants of the ancient Masetian civilization keep watch over the new 
culture grown up in its place. The land’s many monster lords, called awnsheghlien, keep 
watch too—with a more sinister purpose in mind. 


This expansion to the Birthright campaign setting contains^ 

New r rules for w’ar and trade at sea! 

fo Portraits of each domain in Khinasi including complete naval information for both 
Khinasi and Anuirean lands! 


Over 100 new War Cards including new ship cards for all the Cerilian powers! 

A Battle Mat for resolving naval battles as well as a full-color poster map of Khinasi. 
f"> Plus a complete adventure to start you off on' your first Khinasi campaign. 

^ And more! 
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